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* Endorsed toy Geoff tapes, 
CHyttptc shot putter, World 
and European Strongman and 
World Holland Games 
Champion 
Onscreen training on weights or 
won bare 
# Continuous individual musde fitness display 
Skill Levels and Hatl o* Fame 
* SIX excittng and demanding challenges 
to be overcome 
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FOP MIES FOR NOVEMBER 
16HIGHW1VENC0WFE* 

Vortex and Panayi challenge you to a fight on a 
long long road 

H0M60NTDRC 

Hewyont mammoth graphic*! adventure is sel to 
hit the lop o* the charts. 

20STARMH 

Can you take ort the challenge of saving time itself 
from alien ravages m (hi* entrting new a reade 
puz; le-r? 

32S0flCEATPlUS 

The sfHiupl prove* to be better then the original in 
Virgin's latest arcade/Mhrwfiture 

H RED PHOOH 

Seen MaHef SOU discovers that seeking crystals 
Isn't easy when it comes to Level 4"* latest 
adventure 



amtii! coMprrmoHS 

3GSTARI0N 

Melbourne House have 50 copies ol their excit 
new mind Twister up for grabs Can you make it ' 

46 MACADAM BUMPER 

How much of a pin ball wuwd are you? There's 
lot* ol unusual prizes »( stake in this on*. 

MWOtUJ) CUP SOCCER 

A chance to meet Ray C lenience and a copy of 
McMillan's newest football game in this 
competition — 50 to go ' 

MEKUWUtOOM! 

US Gold want 30 lucky winners to get an R523? 
in 1 erf ace and some copies of their new shoot am 
up release, RAID 

til DAFT IkS DESIGN DESIGN 

Are you as loony as these madcap programmers. 
You are? Good, then you could win a fabulous 
mystery prize — really you could. 
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NOVEMBER SPECIALS 

23 THE COMPLETE GUK 
Robtn Cviniiy catches up on a lot of gam** 
software in thrs first perl to the complete Amstrad 
games software guide 

« PREVIEWS 

Vita take a look at two forthcoming relea. 
Qottor Who from Micro Power, and Scoctf 
Dooby Do mam Elite 

72 CHARGE OF THE UGKTPEN BRIGADE 

Franco Frey wonders whether the brave cause of 
the hqhtpen is hopeless because mice have been 
Dabbling at them . . , 



THE MAIN HEADINGS 

7 EDITORIAL 

The AMTIX ■ team says hello, a few useful brts 
about the mag. and ON THE SPOT — your latter 
(well it will gel bigger) 

10 NEWS 

Some astounding ideas from OK Ironies, pkji 
other events and n on events 

HAxrnps 

Robin Candy kicks oft his regular column to hate 
you If you're stuck and otherwise to cheat rf your* 
not Plus maps hf DUN DARACH, PY JAMAR AMA, 
E VERYONE S A WALL Y and THE LORDS OF 
MIDNIGHT 

72AMTECH 

Apart from Itghtpens, we're etao looking at CF'M . 

tape to disk utilities, a new word processor I edis 

iind Super Power's DISCPOWER among other hit* 

andptocee. 



TM GROTTO 
In keeping with the publishing tr aditi on of 
Suggesting that adventure columns am written 
by wizards, dwarves, fat bellied jovial landlords 
from such charming residences as caves, castles 
end ancient inns Meet Seen Masterson our 
resident leprechaun in his wee grotto He's 



i 1- ! it .-■- .1 ti .- 1 ■- ' i k t^J I^ki.Nimil»t L r . ■. ^'1 _i_ 



looking at an amuing new Graphics Adventure 
utility 

96STMTEEf 

And rf that wasn't enough, he l^ces war games et al 

T19 THE URMINAL MAN 

The first episode of our full colour comic strip 



A WEWSfiELD PUBliCATtON 
I Cover toy Oliver Frey 



The nwrt is*ue of AMTIX > goes on sale Thursday 
November 14 Missing ft would be like having 
your brain removed 
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BOUNTY BOB 
STRIKES BACK! 



Twcnty^five Level j. 

Mtilti Channel Music 

Dual Joystick Capability 

Bounty Bob Strike* Back" is the sequel to 
ttinct 204*: r" which was a huge success 
on the Commodore 64 and Atari - 
machines- How on (he Amstrad. this vn 
won features Bob's toughest challenge to 
daic *uid he needs your help more than 
ever before to gu kk him through t he mine- 
The mutant organism* within have muit i- 
plied and over run the mine entirely- 
making it extremely difficult to survive 
the hazards of the underground passage- 



wa ys U miue hush LXiwerc d a pccial 

equipment in the twenty Five tavern* is 
Bobs only hope oF achieving his objective 
ot securing the mine and defeating the evil 
plans of Yukon Yohan. 
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BEACH-HEAD 



Multiscreen 3-D Arcade Action 



A peaceful island is being held by a 
rut hies* dictator and his Lroops. As Lhu I 
Commander of laud and mi inn o in 
the Pacific, you must obtain a quick naval 
victory and then invade the inland with 
land forces. If your troops succeed in 
penetrating the bland defence systems. 
the most difficult challenge still 
remains: capturing the enemy fortress ol 
Khun-lm 

fteac h - Head is a m ult iscrec n act ion game 
whu li require;* different skills and 
provides new sequences its you progress 
through the game. 



BRUCE LEE 



Twenty secret chambers to tup] ore 



Unique multiple player options 
Dazzling graphics and animation 

In Bruce Lee"' you will experience the 
|x iwer and ihe glory of Bruce Ixe. cmc of 
the greatest masters of the martial aits 

As Bniot Ijcc, you wiLI confront a bin ragr 
of vicious foes. Vbu must penetrate the 

foEtit ss trf the I Ml Wizard and claim Kb 
lur tunes. DcstroyiiiKthc Wizard will earn 
you immortality and infinite wealth 1 
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US. GOLD ON THE AMSTRAD*- OK 
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RAID! 



Gripping Arcade Action 
Multiple 3-D Scrolling Screens 

The scene is one of World-wide conflict. 
The only hope of saving l he World from 
nuclear an ruhilal ton ban crtlack by stealth 
bombers on the Launch sites. 

As squadron leader, you must lead your 
troops on a virtual suicide mission- knock- 
out the launch sites, and proceed to 
the command headquarters. Armed only 
with the weapons you carry, you must 
destroy the defence centre and stop the 
HttHck! 



DAMBUSTERS 





Superb Graphics and Sound 

At 2115 tours on the evening of May 16th 
1943. a flight of specially prepared 
Lancaster bombers left R.A.E Scampi on 
for Germany. And so. one of the most dar- 
ing and courageous raids of the Second 
World War was underway. Now you have 
the opportunity to relive the drama 
and excitement of this famous action via 
your Amstrad computet You will take the 
parts of Pilot. Navigator. Front and Rear 
Gunners. Bomb Aimer and FUght Engineer 
as you play this authentic reconstruction 
of the night * events. The multiple screen 
action is complemented by a compre- 
hensive package of flight documents and 
authentic material from the period 








IMPOSSIBLE 
MISSION 



Game of the Year 19A5- 
Britlih M icro Awards 

Message from the Agency computet.... 
....Your mission. Agent 4125 is to foil a 
horrible plot. From an underground 
laboratory EJvin. the scientist, is holding 
the world hostage under threat of nuclear 
annihilation. You must penetrate his 
stronghold* avoid his human -see king 
robots and find pieces of the security 
code. 

Somersault over the robots or use a 
prcc ious snooze code t o deactivate t he m 
long enough to search each room. Use the 
Agency s computer to unscramble the 




passwords from the code pieces, or try to 

solve them yourself. You d better 
beware..,.. This mission is stamped 
IMPOSSIBLE! 
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LETTER FROM THE PUBLISHER 

It 1 ilmoft two year* to the day since I found my»H sitting do wn to 
writ* the tint editor**! for CRASH mag 4**11* (.1341* 1wi$ delayed 
until January however 1 1, and I said then, that it "* difficult to know 
whit touymi first win except 'HI'' end, Hop* you enjoy W 



CRASH has proved to be » great 
and enduring success, enjoyed 
by 100,000 readers a month. I 
hope AMT1X 1 will be received in 
similar fashion Well that's 
down to us. the team* 10 provide 
you with a stimulating 
publican 1 I s also your 

responsibility to react to us end 
to AMTIX 1 A specialist magazine 
can take the view that, staffed »v 
experts it tells you whet's what 
and why or it can take the view 
fHli staffed by professional 
enthusiasts, it speak? its mind 
and listens to the feedback of the 
readers After all. what 
magavine ? Some pf tnted paper 
stitched in the middle? 

lift but mom than thai, it 
it a readership, a two way 
relationship between a few 
people with things To say who 
have, through circumstances, 
had the good luck to be in a 
position to say and distrrbuic 
ihem and a lat of people who not 
only want to hear what is said, 
but comment on it. Neediest to 
say we want to rake the latter 
course, so your feedback is vital 
roAMTlXf 

Support of the software md 
! hardware Trade is also an 



important element Specialist 
magazines exist in a symbiotic 
relationship with their 
cinVertiwrV We need the 
revenue from th. 
advertisements and they need 
the publicity we offer, The 
reader tikes to know what is new 
and likes some crftical appraisal. 
I may or may not benefit the 
supplier /advert tser, depending 
on the nature of the crit retain r 
but what is also essential is that 
a magazine should be able id 
feed information given by 
readers back to the industry so ft 
is able to assess the valuer of a 
product to the reader This 
makes a magazine like AMTIX ' 
very much a forum of ideas and 
feelings, not |ust a fountain of 
information — an interface, if 
you kike, between the 'industry' 
and its buying public 

Enthusiasts we may be, but 
some o I the team have gained a 
lot of en per 

and a half Let's have* look at 
some of the people involved and 
explain a few things necessary 
to understanding how AMTIX 1 is 



going to work. 



Roger Keen 



THE TEAM IN BRIEF 

Roger Keen Publisher and 
co-editor after a rmsspem 
period at Hornsey Col lege of Art r 
went to the London Film School 
and found his first metier as a 
ftlm editor, cutting numerous TV 
s in the course of some 
- years before turning to 
publishing . He launched the 
Spectrum software magazine 
CRASH two years eflo together 
with his partners Oliver end 
Franco Frey r and edited it until 
four months ago when he look 
over editorship of Newsfield's 
Commodore software 
magazine, ZZAP' 64 He is now 
responsible for "overseeing" the 
launch of AMTIX? Roger still 
paints occasionally, though his 
palette has targefy been reduced 
10 what Dulux nave on offer, and 
his ambition is still lhat of 
having a novel published tf at 
first you don't succeed 

.Jeremy Spencer Co Editor: has. 
far the past nine months, been 
the software editor of CRASH, 
and in that lime has almost 
learned how 10 write and spell 



treading was neve* a problem). 
His Sperling has improved 
significantly since installing 
several word processor 
packages onto his collection of 
Amstrad Computers and then 
studying their speMchecker 
He also has the 
nction of being one of the 
first ever owners of a\n Amsfrad 
— a true love affair Apart from 
gaining loads of experience wilh 
Spectrum games and utility 
software, Jeremy has the 
distinction of being the person 
Who introduced Newsfield to the 
Amstrad. when he brought a 464 
in to 1 h e office o n wh ich to do his 
writing, saying he couldn't bear 
the office Aprtcots. Don't 
whisper this to too many 
Spectrum owners, but since 
Jeremy, much of CRASH has 
actually been written on 
Arnst rada, 

Oliver Frey r Art Editor has a long 
history of illustration, kicking off 
with IPC's War Picture Library 
series of comics. He designed 
the Superman comic used in the 
opening sequence of the film 
Superman /, ties drawn Dan 
Dare for £ agte comic and The 



Trigan Empire strip for Look and 
LMrn among many Others* 
Oliver founded Newsfield 
together with his brother, 
Franco, and Roger Kean end has 
been responsible for almost all 
the drawings inside CRASH, 
ZZAP 1 and every one of their 
covers. Hell be doing the samp 
forAMTIXf 

Sean Musterson: has worked for 
Games Workshop {Manchester) 
and written extensively for 
WMe Qwnri end tmsgint 
maga/ines on such esoteric 
subjects as the inner workings of 
rote playing games, His 
specialist interests are 
adventure end strategy games, 
which he will be looking after in 
AMTIX i Despite remarks to the 
contrary elsewhere fn this issue, 
Sean is not an Irish leprechaun. 
He's also a science fiction nut, 
but no one holds that against 
him. 

Gary Liddort: has had a major 
passion for the Amstrad 
computer^ since they arrived on 
the scene. Gary wrote games 
renews for Big K magazine, and 
worked for Dam ark before 
joining AMTIX 1 as a software 
reviewer. Apart from 
enthusiasm, he brings his 
joystick 10 his work and claims 
that he was really the winner of 
the Orpington Grotesque T-shirt 
Award for three years running 
and not as unfairly claimed, the 
software editor of a certain other 
new Amstrad magazine. 

Robin Candy Amtips Editor, 
youngest member of the team, 
is in his lest year at school. For 
over 18 months, he has been 
reviewing Spe<^rumparriesand 
utility software for CRASH and 
has wrinen iho playing tips 
column in CRASH for a year. For 
the past three months he has 
been playing every game 



available on the Amstrad and 
has compiled the guide to 
games that atone in this I 
issue Robin s main claim to 
fame, however, is that he is the 
only Ludlow native on the team 
(except Matthew UffindelJ who 
operates the process camera 
that brings you theae pages). He 
can be difficult to work with, but 
he says that's only 10 be 
expected of a genius 

Franco Frey: Technical Editor, hi 
Olivers younger brother — 'nuff 
said 7 After a brilliant period at 
Zurich Polytechnic, he turned 
down an offer to design cars for 
BMW in Germany, and pined 
his father's electronics design 
company in Britam instead Asa 
result he's poor instead of rich, 
but he did gel to design a lot of 
mechanical /electronic gadgets 
instead, and was st Ml doing that 
when Oliver and Roger Kean 
told him that publishing 
magazines turns you into 
millionaires. So they lied, hut 
now Franco can write 
interesting things about 
electronic gadgets instead of 
making them, and you can'l 
deny that that's a much more 
comfortable way of being poor 



AMTECH 

AMTIX f wilt be dealing with 
what's usually called 'serious 
software' as weM as games. The 
variety and quality o?CP/M 
software, accounts and word 
processing package* for 
Amstrad computers is 
staggering Ove* H rnq 

months A MUX > win investigate 
every aspect of this software 
and related hardware as well as 
reporting on the lad 
developments and releases 
Most of this material will be 
written by freelance 
contributors, aN enperts tn their 
various fields, but you can be 
f a 1 r ly tu re That anyth i ng t o do 
with word processing will be in- 
house Newsf in Id Publications 
threw the last typewriter out of 
the window well over a year ago 
(except Lloyd Ma ng ram's 1927 
Hermes which he uses tor 
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I <ni!t*nq the letters pages of 
CRASH and ZZAP! ) All the 
magazines are written an a 
mixture of Apricols (ki's, PC's 
F 1 0"s ! and Amstrads (464\ 
664 s arid 6128'sl using Word 
Star. Super Writer and Tesword. 

The Apricots link via floppies 
usually, but via US 232 to the 
6128 We also type in material 
on several NEC portable 
computers and dump the text 
files to either an Apricot or an 
Am si red when required. 

What this means, is that the 
AMTIX 'i learn has become pretty 
expert when it comes to word 
processors and how they oughi 
to operate 1 

MAIL ORDER 

Two and a half years ago. 
CRASH pioneered the concept 
of running a related software 
mail order with a magazine (up 
until then, it was considered a 
trifle unethical for some 
unexplained reason) li was a 
huge success. With the addition 
of the Commodore magazine 
ZZAP! 64, the mail order really 
boomed, so thai now Newsfield 
runs probably the biggest 
software mail order business m 
the country. Oddly enough, 
other magazines have begun to 
do the same 

Nature Iry, with the advent of 
AMTIX 1 , software for the 
Amstrad has been added to the 
mail order department 
Generally speaking, you can 
order almost any software for 
your computer, and ft is sent to 
you post included m th*? retail 

f^riee Most popular software is 
ept in stock at Our Ludlow 
premises and is available 
immediately, but some of the 
more obscure programs may 
take a little longer The 
advantage this brings rs that you 
can order programs from 



AOTERTISERS INDEX 
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Adventure International 91 

A II ig at* 65 

AmtiM 1 Mail Order 92 93 

Amtix' Subscriptions 34. 35 

Amor 81 

Bubble Bus 11 

Design Design 109 

Electric Studio 7S, 79 
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Gargoyle Games 51 
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Level 9 Computing 87 

Martech 105 

Micro-Power 45 

Mikro Gen 59 

Mirtn.rso*t3i 

New Generation 40 

Ocean m 123 

Odin 61 

Pride Utilities 81 

System 3 4 

Teaman 77 

Ultimate 6 

US Gold 2,3 

Vortu 13 



several sources with one 
payment at one time and 
probably receive a discount 
One thing we are not however, 
is a discount mail order business 
selling games ele al half price, 
AMTIX i is not in business to 
help destroy the business, 
However, any special offers 
going, well try to gel tor you I 

You Clin find more delays on 
how to u $u AMTtX f Ma rl order in 
this issue 



GAMES REVIEWS 

Alt the? games to be reviewed 
are turned over to several 
people of varying ages, five of 
them m ■ house as well as three 
outside reviewers who attend 
local schools Their critical 
reports are collated by Gary 
Uddon and Seen Masterson. 
nnd the ihree with the best Use 
of English appear under the 
heeding CRITICISM' Thesev 
era I r,i lings are also collated as 
an average and given at the 
end of each review. In this way, 
AMTIX l aims fo present 
optimum balance in reviewing 
a game. Personal prejudices, 
naturally, stilt apply, but hope- 
fully they are evened out, aftd 
we expect to hear your views 
as well once the issue is oui 

I HI rlnllMS 
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i rvd ft ftcmttrteM of uiiiie ofiuofif^ c 
Kwvtidi bpkI k«ybo*rd control | 

ih* mf imtii vhujiI appoai of the tjim* 
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CCS 9* 
Ashkeron Mtrro'sott 87 
A View to a Kill Dcmark 10 
Boulderdesh Mirrorsott 21 
Chiller Mastenronic 42 
Code Name Mat II Domark 41 
The Devif a Crown Probe 1 14 
Discpower Superpower 7f 
Do poe (ganger All igata 114 
Drag on! ore Hewson 11 
ENdon Orpheus 116 
Finders Keepers 
Mastertronic 28 
Gramfirt* Adventure Interna 
tionel » 

Highway Encounter VorteM Iff 
Juggernaut CRL 25 
Locomotion Mastertfoniq 112 
Macadam Bumper PSS TOO 
Musk Composer Kuma 76 
Monterraqueous 
Masterlrontc 24 
On the Run Design Design 106 
Amor 75 



Psychedelia Uamasoft 106 

Raid US GoW 104 

Red Moon Level 9 M 

Robin of Sherwood Adventure 

International 90 

Sorcery Plus Virgin Games 32 

Sterton Melbourne House 21 

Vegan Attack At la ni is 99 

ZtfdisPrfde Utilities 



mioi fnovowofKl- 

Sound gmrmni quality ai *Duad effecti 
FFX3 fftchnicjlly *m *HlhfltKAllv 
whether ttwm t* muitc *nd *i il pood? 

pia* ^»i.TiMi*fEiy. !i it*«v to out >™ta? 
Arfc«<thw quiUrk* Ni* tonfj WlM ymi 

' I ke*0 Ofi pllyinq ft? 
Vikl* tof mOfMV Ifth'n-a into tccouflt ih* 
about <*tirtg* if i( worth ih*Ming oat tM 

O n W M * ff»* Aof *H vol* Hrj-n the 
rfrVHWW^Ti lh*l flllH iFiln «CCD<rnf *M of 
Thff ftbow 

With each rating, you wiH 
notice there i$ a short com- 
ment. This is designed to 
qualify some details that for 
m£d the reviewer's elective 
Opinions on the individual 
rating given, and may be used 
by Ihe reader to assess his own 
opinion on that rating. 

With Q&$h game review il is 
assumed that the program will 
run on any of the Amstrad 
machines UNLESS OTHER- 
WISE STATED Similarly, il i* 
assumed that ihe program 
runs with joystick control 
unless otherwrse slated 

Adventure and Strategy 
reviews are handled in a slight 




ly different manner, m at much 
as Sean comments on his own 
in these more specialised 
areas. Trie ratings also differ to 
take account of the verted p*ey 
requirements 



r 



ON THE SPOT 



There will be two readers' toff era a o fci wis *n AMTIX 1 On the 
Spot 1 is a general forum where you can put us, yoursehf** or ih* 
computer industry on the ipol. This hi whorv you can tall other 
readers what you think about — weH everything to do wfth tr» 
megaiine (are we doing it right or wrong?), the software and 
hardware, Nfe, the universe and everything. 

The second column. LETTERTECH', rs designed more specrfk- 
ally for people who want to write and let us know things about 
business, educational and utility software/hardware 

Of course, we don't axpact you to write to us purely out of love 
{though thai would be nice), so each month one letter of out- 
Standing merit (or something tike that} wM be chosen aa letter of 
the month for ON THE SPOT, and rtt wrtt*r wiHr*c*tve £20 worth 
of software of their choice. 

Ai thii il the first tssu* r we haven't pot many tetter* yet I 
However, there has been some react ton to the PCW Show 
special AMTIX! issue zero We'll try end avoid too much of that 



a**ne letters columns, but perhaps 
first one . , . 



forgiven for this 



Dear Amtix 1 

I bought the first issues of 
CRASH which was easily the 
best games magazine around, 
but when I sold my Spectrum 
and bought an Amstrad, there 
wasn't a good maga/ine avail 
able. V was beginning to give 
up hope until at the PCW Show 
f got a free taster of AMTIX ' 

At last — a decent magazine 
for the Amstrad had come out 

I ha ve a few ideas that I hope 
you coui tf include in the 
magazine 

a) A Hotlme chart and a sales 
chart, as both are useful. 

b) A list of all the best games 
should be printed each month 



gamps with new better ones of 
the same type. 

c \ Do not EVER print a program 
listing (except to get a POKE 
into a game) 

I cannot suggest anything 
else as I don't know what the 
magazine does include yet. If 
you are stfli giving away f 12 of 



software to the best letter, and 
I wtn i I would like frank 
Bruno's Bo* 

Arnold Sidebottom, Brerrt- 
wood, Essex 

AmoH as fh*FW5TFV£rl 
tetter printMf in AMTfXf d yon 
can certemty have your soft* 
wd fie? choice — end a bit more! 

A Hothne Chart ts m deed 
cert bar a sates ch&rtmsybee 
bit herder fa sccommodete. As 
to tist& of games, wetiine 
sense the megeiine itself is 
iust thai Program listings are 
extremely uniikety to appear m 
AMTtX f for the simpte meson 
that we are against them our- 



course K unless they form a 
genuine part of some axpien 

MM 

The address to write to is ON 
THE SPOT, AMT1X1 
MAGAZINE. PO BOX 10, 
LUDLOW. SHROPSHIRE S V* 
1DB. 



WEEeeeee SPLAT! (gently) 



Yes it's true. The event that some members of the publishing and software industry have been waiting 
for , , . fn the Spring of J986 the Newsfield Nutters are going to take a f lying leap. Just as the spring 
flower poke their first wary /eaves above ground, Newsfield will come thundering down upon them. 
Butft'saffm a Good Cause, because we want to raise money forDR BARNARDQ'S and TH£ ACTION 
GROUP. 

AS IF UFf m the Tower wasn't exciting enough the AMTlXF Soft In 
the ED, ED, suggested that we all jump out of an aeroplane. Well, we 
ill thought he was just being terribly rude, taut the next thing we 
knew he was ringing up all sorts of organisations and even booking a 
Hercu lis with the Red Devils 

Franco Fray, being the nearest thing that we have to Ad ion Man, 
expressed hrs delight at the idea. When we noticed him practising 
landings — jumping off every five foot wall he chanced upon — wo 
realised it was time for some concerted action to stop ihrs lunacy 



Unfortunately, we were too 
late by this stage Not only had 
the pro- jump ranks swelled with 
the add-on of Oh, but ED had 
even dreamed up a good reason 
why we had to do it What 
decent sort of person could 
refuse an opportunity to raise 
money for charity? Even if il 
does mean throwing oneself out 
of a dowdy Hercu les flying an as 
yet unknown number of feet off 
the ground, and descending 
courtesy of an overgrown table- 
cloth? 

The plan has now evolved 
fulfy It seems that we are all 
1 to put ourselves at your 
mercy: yow will decide whtch siic 
of lit frrjrn the Towers are to per- 
form this dreadful deed (well H 
you think it's so easy leaping 
from an aeroplane, why not go 
and try it for yourself! I mean 
when I |omed this organisation I 
thought it was to write a about 
corn pi j tor software . j 

The whole plan is so simple 
even you can't back out, dear 
reader Fill in the form below, 
naming your victim, yourielf 
and filfing in your address You 



can have as many votes as you 
like but the cost of EACH vote is 
£1.00 AM of the money 
that you send wiH be 
donated to Dr Bernardo's and 
The Action Group. Both char 
ilies are heavily into providing 
electronic aids for the handi 
capped. The Action Group alio 
asked us to appeal for any un- 
used computers, sick or fit. 
because they can put them to 
good use we will tell you 
exactly how your money is 
going to be used in future 
issues. 

Just to make things a bit more 
inter est ing, we are asking the 
software industry to donate lots 
of prizes for you to win. Answer 
the questions below and com 
plete the tiebf eakmg phrase and 
you could be a winner, We don't 
know how many pri/es there will 
be yet. but rest assured, there 
will be lots of lovely winnablg- 
thingies Fret not. we will keep 
you posted in the issues leading 
up to the jump, 





I want tl ,,.^>,to jump out of a very high flying 

Hercules IHe or she may use a parachute at his or har 
discretion) 

I enclose a donation of £ .... . (minimum of £1,00] 
and no coins, please. We get charged for receiving 
them. 



I am frequently known as 
and can be reached at 



THE COMPElTTlOnlV BFT 

Name throe flight simulation games 

(II „...„■ - ,., 

(2) 

« 



SEND YOUR VOTES AND LOOT (NO COINS!) to; 
WEFeeeee SPLAT! POBOX TO, LUDLOW, 



In fifteen words or less, using your skill, ju< ^ 

and a pen complete the phrase below in the most apt 

and original way .... 

I WANT SEAN MASTERSON TO JUMP BECAUSE 



SHROPSHIRE, SY3 1DB 



JTOP PRESS! Oli offers original cover painting as a priie for the voters in th© Loony Leap Chanty Competition f 
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MACHINE CODE CAN BE 
GOOD FOR YOU 

Ffushed with the success off heir 
Macfttne Corfe Tutor New 
Generation seemed to have 
realised the potential 1 of the 
Amstrad market, the sales of 
their Tutor 'Surpassed all of of 
expectations* Now they plan to 
unleash the«r other titles onto us 
poor Amsters. Jonah 
Barrtngtort's Squash will be 
reJeased on the 2nd of October 
Trsshm&n and 1 Travels with 
Irishman will be released on 
The 23rd of October and 13th of 
November As soon as rhey 
have finished all of thai hard 
conversion work they will set to 
producing the third In the series, 
Trmshrrrari Goes Moonftghting, a 
Ultiof poverty, inflation and 



SILICON DREAMS 

Adventure fans can start 
sharpening iheM" pencil and 
rumamng For their notebooks 
Level 9 are about to Strike again 
The finel part of the Silicon 
Dfeam Trilogy titled The Worm 



dodging the ttm system, The 
new game will be released for 
f he Spectrum and Am st rad ea rly 
nojct year, 



CREATE YOUR OWN 
ARCADE GAME 

Argui Press Software are about 
lo release the fir ^t bi theii 
'Creator 1 series Arz*tfc Oe#rcr 
allows the user to design arcade 
games, with all the trimmings, 
without any machine code or 
BASIC knowledge All of 
commands are <?i I her inplpin 
English or via a menu Sounds 
loo good to be true The cost of 
this Soy to fame and fortune, just 
£14,95 



and fietem to Frfen H something 
has gone wrong with the future 
end you must put it fight. The 
scene is set in a political SF 
environment, replete with 
amusement arcades iintf easy 

entertainment" in the clubs, 
Everything is privatised, rig hi 
down to the 'organ banks' and 





tn Paradtse is to be released for 
your enjoyment and frustration, 
the new name has been 
described a* a political science 
fiction humourous adventure, 
known by the experts as PSFH A 
fotlowinq on from SnowbaW 



Klice force, and there seems to 
a feeling that Philip K Dick 
may have had a hand in 
msnmnq the background There 
are 240 graphics in ti 
adventure, of which this 
compilation is just 100 



ENSURE YOUR REGULAR 
COPY OF AMTIX! 



When a magazine is rising in circulation (being new, 
AMTIX' is doing ihisl and so tells Out immediately, you 
may experience difficulty in obtaining your copy every 
month. So the best thing to do is place a regular order with 
your local newsagent, which you can do by handing him 
this form. 



Please place me a regular monthly order for 
AMTIX i Magazine. 

Name , ♦ « * • *..*,, ,,.*.. 

Address « . « . . . 

I « -I I t - i * • ■ * -r m ■ w m -m m * m m m m m m m * jf. n ■ p m ■> I * I V ■ * » * i « 

To the A/e wsageri f : 

AMTIX! Magazine is published in the middle of every 
month bv wewsfield Ltd, 12 King Street, Ludlow 
Shropshire S¥8 TAG Tel: 0564 5851, S5rfdiSfnbufetffoffw 
newsuade by COMAG (08954 4405$) Please check w.rh 
the publishers if you have any difficulties m obtaining 
supply 
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AMSTRAD SHOW MIX UP 

Wt vary nearly hod an Am sir ad 
user Straw tor each Amstrad 
model this veer. The original 
show, whitn was be>ng put on 
by the Rush worth Dales group 
of companies, collapsed when 
the group went mio liquidation 
The directors of the group were 
so concerned that the show 
should go on t h at they managed 
to buy up thai pad of the group 
whtch was putting it on 
However, during the wheeling 
and dealing there was a brief 

Knod of panic, so Database 
bl i cat i ons stewed hi end too* 
over This caused something of 
a mix up because by the time 
Edition Scheme Ltd, the g* 
Rush worth Dales brt , had oot its 
act together, the original site 
had been booked by Data base 
Angry but nor unbowed, Edition 
Scheme booked the Tech West 
centre. They intended to go on 
with their show on the same day 
as the Novetel one This rather 
hilar t e situation caused more 
than a iittte confusion, especially 
when the adverts appeared for 
both events in issue 38 of 
Popular Compvt&r Wmkfy The 
bio question on all of the 
exhibitors' lips was ' and which 
Amstrad show will you be going 
to this year ^ Eventually Edition 
Scheme decided to pull out, If 
you paid over any loot I 
stand, as the exhibition did not 
take place . you are entitled to 
you money bach According to a 
spokesperson for Edition 
Scheme Ltd, the money was 
pa fed to a fund held by the 
liquidators, Leonard Curtis & Co, 
and they are the peoplr paying 
out You can get hold of them on 
01 IB TWlft contact Peter Dunn. 



DK TRONICS STIRS NEW 
MEMORIES 



DKtromcs started producing 
hardware goodies for Sinclair 
computers many moons ago. 
When the Amstrad 464 was 
launched they made no secret of 
their intention to embrace the 
machine whole heartedty and 
become the leading inde- 
pendent manufacturer of 
Amstrad Hardware The 
revelations at the Amstrad User 
show can have left little doubt 
that they may now have reached 
that status 

So far DK 'ironies have 
launched a light pen based 
graphics pact and a voice 
synthesiser. Both products 
represented a high fevel of 
sophistication and very good 
value for money, The voice 
synthesiser, in particular, was 
admired by Amstrad. Under 
stand ably DK'tronlcs are very 
keen to keep quite about the new 
range, until each product is 
launched and available. So, 
afthough we know what's in 
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store for your hungry computers 
during the remainder of the 
year, we thought we would 
confine ourselves to the first 
three. 



JOBS OH, RATHER THAN 
IN. COMPUTERS 

Th R**cf Employnw" Afl*nev 



1 having some 7& 



via the Mteronet Jobsesf eh 
n»n« Bead pre confident thai 
ftSVwii" be able » a"'** "**'■ 

rteeffome medium ****"". i 
££vids s better ««^J* £* ,r 
client*. Mictonet «NobO(»» 



^SWarch index offering ,MP » 



on either side of then 
I school Hvouhaveneyef i 

!SSke<i a look if the »ndex m«* 
reet eemured - »t offer* a loi 
morelban iusl jobs a* travel 
agents. 



STATISTICS TIME 

Mintel Publications, the market 
research people have come up 
with some interesting Figures for 
the future of home computer 
and video console games 

Video consoles and games 
made about F25 million lasi 
year, about half their 1982 sales 
pea k, and th is year the f ig u re wi ! I 
only be about f 16 million 
according to the Mintel 
forecasters However, it's a 
different story for the home 
computer games market, valued 
at around HOG million In 1990 
about a million units were sold 
and by the end of this year, 
Mime I estimates another 
seventeen million units will 'sell. 
Even so, they expecl the 
phenomenal market growth 
wftnamod to ft.it e will reach ■ 
peak before long. The outlook 

i*?sts fewer software 
companies which implies 
market stability 

On the hardware front, the 
prediction is thai more people 
will buy disk drives and bigger 
machines to cope with new 
soft wa r fc A pp a r nt ly fc wi de 
audiences are expected for the 
games and entertainment 
programs,, due to the rise in 




flyrx-misa-do^^Sr^^ 



*R>m-™?* 



I ne name 






iigurattV««W 

^^^l-aturesi^^- 
package ™J*lf Slav 

^ ots% t^(Sc^^ ***** 



■ws^sssSSS^sr 



"Srtupl"*** 



unern ploy men t . 

So there you are, it's all in 
black and white. And if you want 
the full report, leixum 
Inletttg&nce. Video and 
Computer G*ma$ 15 available 
from Mtntel Publications at the 
mere snip prtae of 11 25 a single 
Issue, or you could subscribe for 
f 420 per annum ... 



[ ^0 h*ve*r, ftni „:_. 



■»'«etf r 2f ,ionft '»'*'«d 



'nesc^t^ponCh^linfl, 
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MICRO POWER MAKE 

FOR POWERFUL MICRO 

Never Standing still long 
enough to catch a cold. M*cro 
Power the ROM firm have 
released another piece of 
software with legs. The latest 

?i/mo is called Pfagmmm+rs 
ooibox ami 8as*c Bvtenstons 
This particular ROM is only 
available for the 464 The ROM 
has an impressrve range of 
commands, lake I COMPACT 
which removes alt REM 
statements. Or how about I 
PICTURE, used to create a 
picture on the screen If you 
want to send TRACE to the 
printer then ( LTHON will do just 

or 09 95 this might be 
just the thing for programmer* 
m need of help, we'll have a 
PEEK &t it newt month 



HOMING UP KUMA 

Kuma really are prolific 
producers of software titles, do 
they ever take a holiday? Thair 
nexr release is called Argo 
Nsvts This is a mutti level game 
combining elements of tactical 
platform games with high speed 
arcade action, The game puts 
the player on board an alien- 
1 n tested space cruiser Your task 
is to recover 12 crystals, plant 
them rn the correct sequence 
and then make you escape so 
you can watch from a safe 
distance as the ship and aliens, 
are rendered asunder This 
latest Kuma title is due for 
release early October and will 
COSt a mere fU.95, something of 
an alien price these days 
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.SOFTWARE- 



A PPROAC H I NG FAST... 

BftAIN-BLOWtNG GRAPHICS. ..MEGA-BLASTING POWER,.. FAST-ACTfON PLAYAB1UTY. 



HIGHWAY ENCOUNTER'.. A TOTALLY NEW DIRECTION FROM VORTEX. 
ONCE YOU'RE ON IT.. .THERE'S NO TURNING BACK. 



HIGHWAY ENCOUNTER FOR THE MUSTRAD 454/664 & 6128 £8.95 



ftttAlfl Hit*] HMHED' voni MOuti 2* *am1*4 JLV[Ngt 0» 1QUT» i*mCwO*1«f iO*0. l*|lO*D **i 3>0li 




FORTHCOMING 

COMPILERS 

The Christmas season and 
compilation season really do 
seem to be one and the same 
thinn Beau- Jolly are planning la 
release compilation tjipesihat 
will be advertised On TV from 
now unti (January The Am sir ad 



version is called Computer Ntts 
W. The r ervge of trtfes offered 
include arcade, adventure, sport 
simulation and strategy games 
At a cost of only £9 95, Beau 
Jolly ere confident that their 
compilation pack will be 'the 
main man\ so to speak. Since 
they intend to spend C25G,000 
advertising the thing they had 
better be right 



DISCOVERY 



UFE IN DIE 464 YET 

If you happen to be an Amster 
with a 464 or 664 and suffer an 
inferiority complex every lime 
you meet a 6 1 28 Owner, then fret 
no longer. The firet of the 
DKtfonics products is aimed lo 
add an extra S4K of bank 
switched memory to your Trusty 
beast Well, there i* a catch 
the unit works on a 61 28 as well 
so the 61 28 people could stay 
64K ahead That is unless you 
decide to Opt for the second 
product — e 2S6K bank memory 
extension pack 

Both memory packs are 
addressed in exactly the same 
way as the extra 64K on the new 
Amstred 6128, as output ports. 
You can either access the block 
by using machine calls or by 
loading and using ihe BASIC 
ftSX calls provided with each 
unit. Since Dklronics" bank 
switching software was written 
after Amstrdd s version. DK 
have been able to improve on it 
The memory upgrades mean 
chat a 464 and 664 will be 
compatible with the 6 128, in 
terms of memory at least. This 
means thai users are no longer 



for the 61 2B so you won't ruin its 
handsome looks. The price of 
the 64 unil is EM 95 and £99 95 
for the 256K RAM pack 

The thkd of the new products 
is potentially ihe most exciting 
Instead of having 3 256K add -tin 
RAM peck you could connect Ihe 
new OK'tronics Silicon Disk A 
rewritten version of Am&dos <S 
supplied on ROM, designed so 
that the new 'disk' acts in exactly 
the seme way as a floppy disk 
drive, except that it offers an 
extra 70K If you already have a 
disk drive then the unit acts as 
the B drive For the really greedy 
who own two drives the silicon 
disk can be addressed as drive C 
The only disadvantage with a 
silicon drive is That you cant 
take anything out and put it in 
your pocket, unless you transfer 
it to a floppy drive first 
However, the major gain is the 
greet increase in speed. You 
CO*i ld # for example WF a II of you r 
CP/M utility files AND sundry 
applications, such as Wordstar, 
onto the silicon disk and then 
use the floppy for keeping the 
output fifes, unless there is a 
power loss, the data in the drive 
IS quite ■wiffl, it will even survive 
a re-set. In the unlifceiv event of 



TRANSFER THE VAST MAJORITY OF YOUR TAP! BASED 
SOFTWARE ONTO DISC 
Let DISCOVERY do ill th* hirt work 
Adds a ftfociTOT in programs lhal cmtwrilf th* due irti 
full Itpe header miter 

The umpleit to use Fuji mitnjtttfni included 
RtPime ind ersse prc^imj 
full Eitilogue ditplivt full ditL httdtii 

* Full refund gmn \l you can find a bftitt piagum * 

Only HIS on lapa ftlfS en doc 

Armirttf CPC464 end CPC664 eampatiWt 



SIREN SOFTWAR E 



Plii» **r>i mi DfcCOVifiT TAPf UTILITY V? 1 

on TivDrit 1 plain telMi u *wL**bip] 

I ureiow i chiiui/Pq Itf E , 

tavtuaa* oftfits pteR add f 1 00) 



Nam* 

ftafli»w 



.... ........... TTT . 
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SIREN SOFTWARE, 7« Sridga Street 
Manchester Ml 2RJ. England 
T«i:oei-79tea?4 



SEE YOU IN THE ARENA 
MATE! 

The game thai nil the battle 
hungry hacks have been waiting 
for is about to be unleased 
Lothlorien's new strategy name 
Arena is set in the later half of 
the 21st Century By this time the 
nations have qoi their act 
together and decided that war 
was a Nttle over the top. Instead 
they would settle their disputes 

ng the medieval system of 
champions. There ere a few 
changes from the charge* and 




restricted by the sfre of the CP/M 
packages that they can run. now 
tttey can also benefit from the 
advantages of a 61 K TP A The 
snag is that you Have to buy a 
copy of CP/M 3.0 which knows 
how to handle the extra 
memory. 

Both the 464 arid 664 units 
come in the standard DK'tromcs 
add-on unit which housed the 
voice synthesiser. A new low 
profile case has been designed 
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your not being satisfied with a 
256JC silicon disk then you can 
add another unit to bring it up to 
512K. though I really can T 
imagine what you are going to 

(jut on it The price of the second 
or third) drive is £99.95 

(n next month's issue we hope 
to bring you a hands-on review 
of these new products, and 
news of what else DK'tronics 
have got tucked away up their 
very baggy sleeves 



OUT OF TIMES TIMES 

Following the launch of the 
Amstrad Joyce' an article 
appeared m a rival publication, 
notably "The Times' Among* 
the pages of their Tuesday 
computer section there was a 
piece written by Geot 
Wheelwright, the opening lines 
of which read; The tome 
computer industry is borrowing 
from the buttneaa computer 
technology of two and three 
!*.-,." i , in a jHpQHPlaj 
attempt to rescue itself 
Alongside f hit offending piece 
was another amide extolling the 
virtues of a new Apricot portable 
which, in a desperate attempt to 
gam popularity in the business 
market, uses 1Z8K of 
memory, CP/M and a 280 
processor Guess who wrote the 
Basic? you got ti in one— 
Locomotion 



and lance. The future day 
champion has something akin to 
a tank, and a host of slave tanks I 
The Arena is vast, a whole 
battlefield in feet There wifl be 
lots to keep you busy, like 
tracking the enemey tanks, 
keeping conn I of your 
ammunition and making sure 
you qf-t ihtj better of the nasty 

?uy The price of mayhem? 
9.96 




M I N 



HAD 



rw 



WHO ARE YOU? 

WHERE ARE YOU? 

WHAT ARE YOU GOING TO DO? 




r 



mr* 




in jufcnr 
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)ME COMPUTER SOFTWARE! 



An Intriguing text graphic adventure! 

\ mi renumber nothing. 
You're on a deserted beach. Hut «hiih beach? 
i're :i(i Jul: tn find >our lost id unlit) mi matter \\ hat price y hi hau to pa> . 
Your perilous journe\ of diseoun lakes \ou around the nor Id as it leads \nu ever closer 

» the I ruth about your missing past 
little help from the mysterious Condor. \ou move 
closer to the faceless betraur who left you to perish, 

...superb graphics, in fact the best I've seen" Home Computing Weekly 
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Conversion: Mark Haigh- Hutchinson 







Vorte* have released two other 
games prior to Highway fncou 
nter: Android Orw and Android 
2. All three games are by the 
same author. However tor High* 
way Encounter Costa Panyf has 
used a very different technique 
thai produces distinctive 3D 
graphics. 

me game's plot is deceptively 
simple A large collection of 
unpleasant aliens have invaded 
Earth, If their invasion plena ere 
goi ng to be success* u 1 1 h e y must 
secure a beach head J as a base 
for further expansion. The 
mother ship is the weak link if 
thai tan be destroyed then their 

Elans can be th wa n ed E a rt h has 
ul one device which can gujr 
an tee the destruction otthe a Men 
stronghold — the Laser! ran. 
Before the Lasertron can be 
detonated it must be installed 
within the enemy camp where 
the enemy ship is positioned, at 
the end of a long, long road — 
zone zero 

At the start of the game your 
contingent, the Lasertron and 
five droids. are some 30 zones 
down the road. Your team forma 
up so that the ma«n controllable 
drokf takes the lead, followed by 
the Lasertron and the four re- 
maining docile droids The 
Lasertron has been program- 
med to move down the centre of 
the road, which it will keep on 
doing, followed by the spare 
droids until its progress is chec- 
ked by an obstruction. While the 
Lasertron is indestructible, the 
spare droids are not; if enemy 
troops get behind the main 
droKJ they could carve up your 
reserve forces while you are 
otherwise engaged — as such, 
the spare droids are your spare 
lives. 

To get your entourage across 
the thirty zones you must clear a 
path through the obstructions 
and enemy defences. The droid 
behaves rather like ihe doohic- 
key in U tti mate's Alien 8 in as 
much that when you instruct it to 
move forward it does so in the 
direction that ft is feeing, so 
before moving off you must 
rotate the drord asteroids style 
until it faces the required direc- 
tion of movement However, 
when under pressure from the 
enemy it is all too easy to panic 
and watch helpless as your 
drqid moves at great speed in 
ever decreasing ckcte*^ The 
obstructions! in the form of 
barrels and boxes, are a nuis- 
ance as they block the Laser - 
iron's path, but they can be put 
to good use to get around the 
enemies defences. 

The enemy hive three basic 
means Of attacking your dnud. 
The first, the stationary mines. 
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can Only be avoided. The mobile 
mines move from side to side 
across the widih of the road. 
While you can dodge lhese r the 
chances of getting the rest of 
your party through them are 
very remote, The best plan is to 
obstruct the mrnes by manoeu- 
vring some of the barrels Or 
boxes in such a way as to block 
their preset paths, effect svely 
homing them in or trap-ping ihem 
between a block and ihe side of 
the road By far the quickest way 
of moving any of the objects is to 
shoot at them, but beware, 
some of the boxes can't cope 
with being blasted — they eva 
porate. As you approach zone 
zero you find that the mines 
become harder to deal with, not 
rust because there are more of 
them but because the patterns 
of their movement become 
much more complicated . They 
can r for example, criss-croaa the 
width of the road so you can 
easily collide with one while you 
are trying to block another. 

To male the task even more 
trying, enemy soldier droids 



constantly harass you. These 
vary m design and in their 
general out took on life, Some 
are quite happy just to meander 
about, if they chance upon you 
and blow you to bits then so 
much the better. Others, seem- 
ingly fairly harmless, have a 
nasty habbit of wandering past 
and then creeping up on you 
from behind. The only effective 
way to deal with enemy droids is 
to shoot them all, but while your 
dm id's laser is devastating it can 
only fire in bursts of three bolts 
and then takes time to re -charge. 
Unless you are very careful you 
are going to land yourself in the 
awkward situation of being 
surrounded by nasty aliens, 
bent on doing you in, while the 
laser charges up again 

There is a time limit too, you 
must reach the enemy base 
before a bar chart under the 
mam display vanishes. Above 
the time display is a power bar 
indicating the status of the 
laser's charge. Alongside the 
two bars your score and high 
scoies are shown The score 





depends not only on how far you 
have penet rated down the road 
but also how many of your parry 
you managed to take with you. 
Getttng lost should be the least 
of your problems but if you want 
to know in which zone you are, 
then the panel on the bottom left 
tells you When you reach zone 
zero it's all over — or is it 7 

Control key* O.P Left/Right; 1/ 
Q acce lera te/decete rate; Spc to 
fire. 



CRITICISM 



M« 



Highway Encounter has 
been one of the best 
received games this year. 
The graphics are sharp, detailed 
and above all remarkably 
smooth The task sat is not too 
daunting, at least not to begin 
with Each progressive zona fs 
harder to crack than the last. 
The aliens become more nume- 
rous and just a bit nastier, the 
movements of the mobile mines 
become increasingly more com- 
plicated, I tried the tactic ol 
leaving my crew behind in Ihe 
hope that when I had cleared a 
path I could go back for them — I 
never made it. The game is 
utterly compelling I most heart- 
ily recommend it 




In my mind 1 his was one 
o T the Sped rum g a mm Of 
this year, the same has to 
be truefor the Amstrad. The only 
pwAlem with Highway Encoun- 
ter is The lack of sound and 
perhaps jus! a dnie glitch with 
the speed; when more than four 
or five characters appear on the 
screen the game slow* marked 
ly, I really Tita it, however it's 
very playable and graphical fy 
superb. 



*> This is Simply one of the 
Mf best games i've played on 
^J the Amstrad _ hnlhant 
gr#phtcs,*rfd*ctrve and ob/ecttve 
gameptay ma&e this a real 
Wiftrtef. the COmpufafQn to &eep 
fOiw^ Gac* for '/i/sf another go' 
« exceptionally fttgh with its 
Challenging qualities, it's a 
Shame thegmphfcs don't scroti 
but } suppose that woufd be 
asfrno too much but as ft is with 
the nick sctwn it is stfH very 
good, The sound could have 
Men improved upon no end, as 
i t stands them's just a 'poop ' and 
a couple of wsties and nothing 
else rm not too sure how much 
lasting tntemst the game has f 



it's essentially a pettem game 
(once /earned easily done again) 
tut ft certainty t$ addictive. 

Presentation 83% 

E veryth ing hel ps to make t h is an 
easy game to get into, not so 
Simple to get out 

Graphics 93% 

Some of the best 3D graphics to 
grace Straddles'* glazed f»ce 

Sound 61% 

No Tunes but spot FX weft used. 

Payability 91% 

Once the asteroid style comroi is 

mastered the action becomes 

fun. 

Addictive qualities 90% 

30 sc reens of road should keep 
you poing for quite a while — 
and it's the sort of game that 
makes you want to get barter at 



Value for money 78% 

Standard price for a dever game 
end a polished ppece of 
software. 

Overall 92% 

An excellent addition to the 
Amsi r ad s software range 
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OF AVALON 

Hewson Consultants £7.95 cass 
Author: Steve Turner 

Conversion: Keith Prosser 







M 



Many, many years ago there 
was a king called Bran. This king 
was the mightiest m I he lanri 
and his realm stretched from 
shore to shore. Knowing thai 
due day ha would die. Bran 
summoned all the lords of lore 
to hit side where he bade them 
to forge the Dragontorc of 
Avalon so that his weak son 
would be able to rule the land 

When Bran finally died the 
Dragonf or c was given to his son 
but the lad was ineffective and 
unable to wield the power ih«? 
tore granted to him. Soon he 
became a tyrem king, his mind 
governed by the mighty lore 
The supreme lorelord saw how 
treacherous the king had 
become and called upon the 
other lorelords to bung him 
from the Orient the crystal of 
An n thought Creeping into the 
King's bedroom, Xhv Lorelofds 
used the crystal of Antithought 
to help therm steal the tore and as 



they were <toing this, the k*ng 
awoke and grasped the tore. A 
nearby warrior drew his blade 
and separated the hand of the 
king from hs Ann. Amidst the 
alarm the tort fell down. Having 
held the tore, the king's hand Ift 
up the gloom and then crawled 
without its body from the room. 

The Dragontorc could never 
be unmade but n was divided 
into five magic crowns and one 
was given to each of the five 
realms and the Lorelords swore 
that the fore must never again be 
made one. 

Many years passed since the 
tore was spirt and peace prevail 
od in that lime, Maroc, an 
apprentice lorelord, was one 
night sitting near a fire when a 

fiddy sensation came over him. 
ra veiling deep into a nearby 
forest he came across a tree 
stump from which, it seemed. 



magic was emanating. Digging 
deep amoung the leaves. 
Marot's hand struck metal, not 
cold metal but worm vibrating 
steel, Withdrawing his hand 
from the stump, be gazed upon 
the seal of Merlya last of the 
lorelordSr guardian of the 
Dragon heir. Gating deep into 
the emblem, a power pa&sod 
through his shaking arm and he 
heard the voice of Merh/fl. 
Maroc we* told of th« ev A dwds 
of Mo rag Shapeshifter of the 
north and her quest to unite the 
five crowns to reforge the tore 
The last words Of Merlyn were, 
'Seek the Leyrod'. Suddenly he 
slumped to the ground and, as 
he recovered, he wondered 
whet tay before him. 

Dragvntorc is played m a 
totally 30 world. Each location 13 
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different [1 here are over 200) and 
each one ts drawn as a 3D 
'room' To play the game you 
musr guide Ma roc through the 
tend and solve the various pu/ 
/k*s To ck> this you must first 
collect speNs and objects, As 
you progress by solving prob- 
lems, your status as a lorelord 
goes up along with your per- 
centage of game completed. 
re are eight levels each 
representing a certain a roe of 
England or Wales Each of the | 
levels has its own problems 
along wish their own approach 
e$ to the puzzles. Soh/inga prob- 
lem requires certain objects or 
spells and once one problem is 
wived quite often you dre given 
an object or due that helps to 
solve a further problem, 
Manipulating ob|ects is done 




using the joystick or keyboard — 
a panel at the base of the screen 
shows spells you have in your 
possession, and these may be 
scrolled for se I eel ion — just 
select the Servant spell (you are 
given this at the start of the 
game) and move the little sprite 
about to collect objects which 
may be stored by Ma roc or to 
take objects from Ma roc to be 
deposited elsewhere. While you 
are using this spell you do not 
have any control over the central 
Character, who remains still, but 
turns to watch the action 

Each level is inhabited by var- 
ious unpleasant creatures such 
as dwarves or demons. These 
can be destroyed and any 
objects they may be carrying 
taken by using the appropriate 
spell. Should any of the creat- 
ures. Or anything f hey fire, touch 
you then your energy 4$ drained. 
If it is all used up then Maroc is 
transported (minus objects! 
back to the start location of that 
level. 

Dragontorv is unique because 
it uses a process eel ted 'Sensory 
Animation'. What that refers to 
is that the way other characters/ 
creatures in the game treat you 
depends on how you treat them. 
In particular the elves can be be- 
friended by giving them gifts 
and they will give you objects in 
return, In fact you must become 
allies with the elves because 
they are necessary tor the final 
assault on Morag's citadel. 

Control keys: A/Z Up /Down; 
QhitQuetbxcktash Left /ftig hi ; 
Spc to fire. The keys are also 
definable. 



CRITICISM 



s 



I There are very few real ly 
good arcade adventures 
Ion the Arnstrad besides 
Sorcery, its follow up and Dun 
Darach, So M was a pleasure to 
that a cult Spectrum 
adventure had been 
tor the Arnstrad. And 
it's a very good conversion too, 
making full use of the Arnstrad* 
graphics capabilities and get- 
ting rid of the infamous Spec- 
trum colour clash. The many 
problems in the game make it 
excellent value for money be- 
cause it ccKild take you several 
months to complete rf. The 
main drawback with Dragon- 
lore is that it can take a while to 
get into. Control ling Maroc and 
selecting the spells is not easy 
at first but with a bit of practice 
changing to the servant and 



other spells becomes quite 
natural The control system, in 
fact, is quite simple and changes 
can be done quick ty because all 
the actions end movements 
needed to play the game are 
done using a joystick or just five 
keys To date DragontfifC is one 
of the best arcade/adventures 



around and 
buying. 



ly wonh 



[#*% 1 Thts is a realty strange 
IjrfM sort of game and one that 
D didn't initially impress me 
when I first clapped eyes on rt 
Once Id sal down and actually 
started playing the game prop- 
erty I really got into it and started 
to solve some of the rather 
ingenious little problems. The 

Braptiics may not strike you as 
eing particularly super-doops 
(in tact sun shades could be 
recommended for those with 
sensitive eyes) but what really 
counts is the game, and there's a 
verygoodone hiding behind the 
rather gaudy exterior, 



^% Steve Turner, the author 

ftjy of Dragontorc has been 

^^-1 developing action SO 

games for a long time (on the 

Sptetrumj, tut wttb Avalon, to 
which fhts is a fottow up, he 
moved into the re#fm$ of adven- 
ture wrth great success Both 
games come nearest yet to a 
text style adventure that does 
not require text input and is 
played exclusively with joystick- 
driven graphics. The resutt ts 
ctever r competing and addic- 
fwe. You do have to be pretty 
nifty with a ^bvsf/cJt tn tight situ- 
alfons when beset by dangers* 
but Maroc is movetf eastty 
enough and the 3D, whether 
indoors or oul worts in your 
favour, t think the Arnstrad vers 
ton is a touch over-colourful 

compared t& tts Spectrum 
cmjftferp&rt, but this hardty 
detracts from the brilliant 
tngenuity of the story. Dragon- 
torc is going to keep yvu awaAe 
at nights — so be warned 



::i::::i::::: 




Presentation 89% 

Comes complete with detailed 
instructions and in a nice box. 
Options for selecting keyboard 
or jOyst JCtL 

Graphics 91% 

Colou rful. detailed 3D g raph ids 

Sound 73% 

Nice tune at the beginning of the 
game but other than that il is 
restricted to spot FX. 

Payability 85% 

A bit herd to gel into but ft is fun 

just mapping the game. 

Addictive Qualities 92% 

If you can get past the *n 1 1 ral 
frustration then you should be 
hooked for quite a wMe 

Value for Money 93% 
Plenty there to get your teeth 
into a#id €7 96 is below the 
average game pr ice. 

Overall 91% 

A wonderful game with plenty of 
things to do Could keep you up 
into the early hours of the 
morning gusl trying to solve ONE 
more puzzle 
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STARION 



e House, £9,95 c 
rthc ;d Webb 




Station* very successful in an 
aarher life as a Specirum game, 
has reached the Amstrad Bea- 
ting Firebirds esc peeled conver 
Sion of £/rfe . Star/on offers £ /j/p 
Style vector graphics at A very 
fast pace 

The game is named after you 
and 'you' era a star pupil /use 

3raduated from the Space Aca- 
emy Bright young thing that 
you are r the government has 
selected you to perform a mis- 
sion of utmost skill and daring. 
Evil aUens have been discovered 
using space /time travel and 
who are using it to create havoc 
in the space /ti me conn nuurn , To 
ret a hate, mankind has laboured 
long and hard to discover ihe 
secrets of time travel Now the 
scientists have succeeded and 
your mission is to pilot a proto- 
type space /timeshfcp back to the 
beginning of trme to correct the 
nestiness that's been done 

Desprte several interesting 
theories by Einstemand Planck, 
Melbourne House fell us that 
space time is made up from 3 
time b kicks each split into a 3«3 
ar ray of time grids. Time grids 
are then again split into 3*3 
arrays of time zones There are 
243 time Jones and these are the 
units of time you travel in. 

The aliens created havoc 



through temporal theft. Each 
time tone has been badly scra- 
mbled by the illegal removal of 
historically important items 
from their cor red rone to One Of 
the neighbouring eight rones. 
The object is to enter a zone and 
liberate the cargoes of any alien 
ships you find in the rone by 
destroying the ships The cargo 
is a letter and ell the letters 
together will form en anagram. 
Once a ship has been destroyed, 
collecting the alien's cargo is 

Sjite easy, you have to fty 
rouqh ihe middle of the letter 
now drifting in space 

The anagrams, when correctly 
resoried r form the name of the 
stolen object. To replace it, you 
must correctly select the real 
lime from which ft came from a 
list of possible dates and clues, 
Sol ve alt nine anagrams and you 
are given a grid code to allow 
access to the next time grid, 
where once again the process of 
a Ken lapping and tetter collec- 
ting stans over 

when engaged in space com- 
bat you are given a 3D v*ew 
through the cockpit window At 
the bottom of the screen is the 
ins? rumen t panel constantly 
feeding back vital information. 
To tract the alien ships there are 
two scanners showing plan and 



side elevation of your ship with 
the enemy marked as dots The 
scanner is comprehensive also 
showing incoming fire and sur- 
rounding space debris, Pitch, 
yaw, dive and climb is the extent 
of control you have for manoe- 
uvring plus fire for Faser control 
If you wish to use a gunsight one 
is provided Vta the keyboard, a 
thrust control is provided, 

The amount of ships (lives) 
left is displayed in the bottom 
right hand corner and one is lost 
every time the hull temperature 
reaches the lop of the meter. If 
an enemy missile strikes true 
then the hull temperature incr- 
eases, and firing the ship's later 
hots things up a bit too 

A facility to save and toad to 
tape is included, accessed 
through a menu that appears 
every time you finish a rone 

Control keys: definable 

CRITICISM 



,1 



Starion on the Amitrad 

certainly Is wonderful 

The vector graphics are 

ust amazing and pre the best 

ve seen to date I have to agree 

with the cassette Inlay's cocky 

boast that Stanon utilises the 
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most advanced vector graphics 
system ever developed fof i 
home computet' Usually with 
technically brilliant games like 
this tha gam splay aide suffers 
quite drastically but I'm glad to 
**V that Stanon breaks die 
mould. The anagrams really am 
good brain teasers and plackifl 
the solutions In the correct time 
* ones can be tha cause of many 
forrays into the family encycl 
pedis Stsnon is a star piece and 
I'm sure it's destined to tah* 
prrde of place In many an 
Amstrad owners software 
library 



i 



It's nice to come across i 
game that maneges so 
excellently to com bin* 
ide action with mmd action, 
and make each as important and 
interesting as the other. Sianon 
graphics have to be seen to be 
oeheved. fast, smooth and con- 
vincingly 3D. On first playing, 
the arcade action seems a brt 
daunting, but the 3D space in 
which you are playing is thou- 
ghtfully programmed, so k 
doesn't take too long to find 
something to shoot at. The 
anagrams can give pause for 
much thought, and some of 
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ttiem are positively mean. I 
might have warned whether the 
pause in the action caused by 
puttie solving would rum the 
fee! of the game, but in fact 
rhafs the one moment when 
Other membfrs of the family 
can't resist joining in 1 Melbou 
me House have a winner here. 



A There seem to be quite a 
p ^jf for of puzzle type games 
— — I around #1 the moment^ 
but Slanonte the must pahshed 
f vf seen, end the &ne thafs the 
most fun to play The shoot em 
up sequences are every bit as 
good as in any gem* of the type 
avattabfe* and the graphics ere 
mceptJoneify fine There isn't 
Quite &$ much 'navigatino' to be 
done as say m a game tike Elita 
fwh*ch we should be seeing out 
soonf, but then, a tirge p&rt &f 
Star ion '$ f&sdnation lies m the 
s&iving of the anagrams and 
That aver popular pasUtme* 
proving how good your general 
htsWrtiai knowledge ts m most 
respects, this is a very worthy 
Addition to anyone's software 
library. 



Presentation 83% 

Good packaging and 
instructions, several options, 
pity I he definable key Option i* a 
bifr unfriendly - 

Graphrcs 96% 
Fastest, flicker -free vector 
graphics vet on ihe Amstrad. 

Sound 71% 

Nothing super impressive, tout 
above average general and spot 
FX 

Pliability 89% 
Easy to fly the ship and the way 
arcade and mind work blends 
together makes for plenty of fun. 

Addictive qualities 87% 
Constant challenge provided by 
243 lime /ones and increasing 
shoot em up difficulty 



Value for money 82% 

A finp cjame, but just a touch 
expensive, though compared to 
Am soft prices, h s a bargain, 

Overall 92% 

A realty alk* end enjoyable 
game. 
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Mirrorsoft, £9.95 cass 
Author: Da la I i Software 
Ltd. 

About two years ago Peter Liepe 
wrote Boufd&rdasn on the Atari 
BOO for First Star. It received 
such acclaim thai First Star soon 
released it for the Commodore 
64 thus creating the legend of 
the Bovid&rdAsh conversions 
Now through a licence deal with 
Mtrrorsott. Boulderdash has 
finally wended its way onto the 
Amstrad after gracing the inn- 
ards of many Other micros 

The scenario is reifl" 
sirnpte, Playing Rockford (a sort 
of cute stick insect and the 
margin hero of ZZAP 1 64 mag- 
a2ine|, you have to make your 
way through sixteen caves in 
each cave you need lo collect a 
certain quantity ofjewels m a sel 
amount of time. The number of 
jewels arid time a flowed vary for 
each cave and (surprise, 
surprise) things get harder the 
further you proceed. 

There are IS caves lettered A 
to P, you are allowed to stan on 
screens A. 1. 1 and M The caves 
mB made up from four basic 
building blocks: walls, earth, 
boulders and jewels- The walls 
define the boundaries of where 
you can move, surrounding the 
outer edge of the cave, and ihey 
also form barriers within the 
cave, The earth holds just about 
everything in place and may be 
eaten away by moving over it* 
you have lo be careful though 



since earth usually supports 
boulders, Even though you can 
move in all four directions the 
boulders are lumbered with the 
laws of gravity Eaimg away a 
section of earth holding a 
boulder isn't that deadly. You 
can |ust stay there with boulder 
teetering on your head indefin- 
itely. Move away and the 
boulder falls into the space 
you've left Try going down 
wards with a boulder above you 
and it' s likely you'll be minus a 
ftockford and less a life The 
dumb boulders, mindlessly 
obeying the laws of gravity, will 
squish you pixel thin if you lei 
them. Soulders hAv^ their own 
brand of physics to which they 
adhere, A single boulder may 
not sit on top of another single 
boulder a* il will fall off. A single 
boulder may sit on top of a 
single piece of earth as it s more 
supportive 

The jewels are there to be col- 
lected. In some caves the 
amount of jewels you need to 
get to the next cave aren't act- 
ually visible After a quick spot of 
faterai thinking and a glimpse at 
the cassette inlay you soon find 
out that you have to destroy 
some of the cave's deni/ens 

The creatures you meet in the 
caves are Butterflies, Fireflies 
and Amoehas. Fireflies move 
a nil -clockwise around the spare 
space in the later caves Their 
touch is fatal though they're not 
immune to having the odd 
boulder dropped on them, if 
they are splatted the surround- 
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ing 9 squares are blasted away | 
into nothingness. Butlerf h«s are 
similar crealures though they 
move clockwise If you splat one 
of these then 9 jewels appear in 
its stead. The amoeba is a 
strange beast , constantly e* 

Banding, This green and orange 
lob starts life only one square 
in size but continually expands 
uniiE pt reaches a certain body 
volume, when it suddenly Irans- 
form into megatons of boulders. 
You play Boulderdash 
through a scrolling window 
covering nearly all of the screen 
but only displaying about a third 
of the overall cave drea. When 
Rockford nee?* the edge of the 
screen, mom cave scenery 
scrolls into view, The screen 
moves about characterwtse 
taking advantage of the 
Amstrad's own built in hard- 




ware scroll All the usual one or 
two player options are packed in 
and the use of keys is alto 
allowed 

Also, following the latest 
trend of back to back software, 
Atari Souiderdash, grandeddy 
of them all has been included 
on the & side 

Control keys: Z.X left/right; 
s*mt ■ colon tobh Que up/down 
and SHIFT for fire 



CRITICISM 






Being somewhat of a 
BouiQ*rdash veteran *nd 
having played mr\d frovad 
it on the Atari. Commodore. 
MSX and Spectrum, t was 
pleased to see a version tot 
Straddles I must admit after 
seeing the Spectrum's screen 
constipate when trying to scroll 
smoothly on its version of 
Boutderdasn, I had my n 



at ions as to how well rt could be 
done on the Amstrad. Though 
the screen scrolls about in char 
acler jumps, it's still very off act' 
ive because of the sheer i pied 
of movement This has to be the 
fastest version to data Also the 
graphics have been sJtghth/ 
improved on, malting other 
versions seem dull and lac&- 
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Though in porky piitel 
mode [mode 0), the u» of col 
ours make the screen display 
tetm detailed and interesting A 
vast improvement on the major- 
ity o' game* using Made the 
gameplay elements that made 
the other versions §0 addictive 
are all pre«nt With the extra 
■peed, Arnstrad Boutderdash 
plays hi a remarkably Similar 
way 10 the Atari version All in 
all still one of moat original and 
fiustrat ingly addictive games to 
date, the Arnsirad version being 
best eflort graph levity yet I just 
took forward to Soufderdash II 
(Rackford's Riot), 

SThe graphics on this vers. 
km ire certainly interest- 
ing but I'm not sure 
whether they are thai rnudi of 
an improvement over the orig- 
inal The scrolling pul me off a 
bit as wed Even so, the game is 
a worthy successor to previous 
versions and Arnstrad owners 
should be pleased that they 
have access to a remarkable 
game This is money well spent 



f% f wasn't too impressed 
fjy when / ftrst started 
*^J pJayeng. There seemed to 
be something mtsssng. Uttfe 
defatts hke the title screen 
tmerTr quite up to the standard 
QfthQ Commodore P' Atari v 
ipns. Having played it for quite a 
bit now, my prejudice has died 
and 1 / now befteve H deserves the 
same success as rts predecess- 
or*. The scrolling sttff annoys 
me somewhat but other details 
are just different rather than 
tnterror £¥efybotfy should (ike 
this game — *t's incredibly add- 
fctf^e, tughfy cofourful and r on 
the whole, exceMafttfy animated 
Rockford looks at home on the 
Arnstrad, 



Presentation 80% 

Very good looking indeed with a 

reasonable 1 ange of options, 

Graphics 79% 

Chunky though effective, 
making good use of porky pixel 
mode- 

SoundS9% 

Untapreesive though fat rfy 
•fiSGuve 

P!aY»bilft¥93% 

Great fun from the very start, 
though a good squmi at the inlay 
t$ advised 

Addictive qualities 91% 
Ertremeh/ addictive wrth very 
high frustration factor 

Value for mon«y 78% 

A mile overpriced at £9.35 

Overall 89% 

Definitely worth a place In any 
serf respecting Arnstrad owner's 
tape library 
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LASERWARP 

AMSOfT 
C8 95 M.Ti 



Laserwatp is a conversion of whal 
was originally a boring game 

You have control of a little laser 
cannon wilh which you must destroy 
ihe nmsiei and his minions There ere 
10 waves of ahem to fight your way 
through m a game similar In GaidK 
ians' and 'Phoenix' On the final w*v* 
you get a dianco to destroy ihe 
master To kill him you must got a 
■hot through the f orce ft eld that pro 
ted* him and while you are trying to 
do thtt hordes of aliens rain from 
above m a bid lo destroy you. 

H tttmy b« a reasonable game (o 
play but once co m p l e ted then it >& 
unlikely thai you will return to it 
again. The graphics am reasonable 
but the sound n pathettc Not a bad 
GalsMun" type game but *! dnovTl 
have any lasting appeal. 

Overall AmTIX 1 rating 43% 



FOOTBALL MANAGER 

AODfCTWE GAMES 

f?.9SCMS3 



FootbaH Manager is in the same vrm 
as Software St&t, also by Add> 
It's also one of the most venerable 
home computer programs, having 
firsi originated on the Sinclair ZX 31 
computer You must manage your 
football team from division 4 lo the 
top of division. 1 P and hopefully cq 
winning the FA cup 

On Starting #10 game you are asked 
for your name and the learn you wish 
lo manage. From ftian on it la very 
similar 10 Software Star you must 
buy/sell players. Obtain /pay oH 
loans etc 



OOTBALI 



f \ t \n 




football Manager is much mpnj 
addictive, however, and ie is a tot 
easier to get into , Much of 1 he game is 
te*1 input, but during matches their. 
are graphic highlights snowing the 
goals, ihese are very poor, using 
matchsticfe men kicking a pi*el 
around Generally quile a good game 
but very dated now and it s doubtful 
whether there will be much Letting 
interest m ii 

Overall AMTIX ' rating ! 59 % 



Arnstrad games software has, by now, had a fair time to 
develop Much of the earlier material consists of coti versions 
from Spectrum originals, and in turn, many of those were 
copies of arcade machine games. As is to be expected, a lot 
of it is dross, and Arnstrad owners haven't, by and large 
benefitted from the budget-priced software that has app- 
eared for other machines which makes it a reasonable risk to 
buy ageing games. 

Recently; however, the situation has improved, wrth far 
better conversions coming along, and some excellent 
Arnstrad originals. The aim of The Complete Guide » to bring 
you up to date on games software through brief but to-the- 
point mini reviews, helping point a way through the mine- 
field that hides both excellence and rubbish in the hype 

We asked ROBIN CANDY to play his way through — well, 
an awful lot of games and give his opinions As there are too 
many games to fit into one issue. The Complete Guide will 
continue next month 

The games are not in any particular order throughout the 
issue, malting categories gets harder as more complex 
games appear, but there is an index .on page 7 to help you 
find them and a key to suggest the type of game Each game 
has been given an AMTIX 1 Overall rating based on what it 
would receive if it were to be fully reviewed at this time. 
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Airwptf 



AIRWOLF 

AMSOFTfEUTf 
£8 95 ess s 



The formoi Vietnam hero. String 
fellow Hawfce, is the only man cap- 
able Of flvirnj Tri ^' biWiOfl OnlLir ■ 
copter, A^rwolf Piloting Airwolf you 
must go on your moat dangerous 
m«ion yel: to rescue f top US 
scientists who are tang held hostage 
m an subterranean base benaatti the 
scorching Anmta desert 

To achieve this you rhusl descend 
into the Ihe underwork] and destroy 
the stralegealfy placed defence 
domes Avoiding the various hjurards 
you must then pilot your HeUcontpi 
10 ihe cemn of rhe base and reaoue 
the *ih4ritist* 

Atfwotf rt not an ntfsv game to pUry 



bat a while taefor* ytiv can gat 
used to flymg the helicopter and thai 
J* before you even start to play ihe 
game properly I The graphics mm 
aid ite good though not overly irnjxe* 
srve but the eourid la effective 
AtrwQit turns out to he playabie and 
■o^jiU- addicirve but imle more than a 
shoot Dm up rtevefthelesa. as such it 
is an enjovabin one that will Appeal to 




Overall AMTIX 1 rating 79% 
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Masfertronic, £1 ,99 eass 

After Mastertronic's prolifera' 
tion of cheap software for other 
micros they've now foccused 
on the Am si rati to 
release rVof?ferretf*/eot/s. The 
tongue- straining title is merely a 
description of me droid you 
control. 11 means not of a if end 
not water 

The scenario features an cvtl 
computer enjoying a feign of 
terror over a whole planet's 
population Regarding people 
ai Trivial, the computer uses 
them, to quote the infay, 'as 
pawns m a universal chess 
game' The citi/en*,. understand- 
ably a bit miffed, decide to take 
some action. After months of 
careful ry planned pilfering from 
an assembly line in an android 
factory, the humans have man- 
aged to amass enough spare 
parts to make up a droid named 
Seeker. The plan is to use Seeker 
to destroy the computer as an 
inside job 

The computer is rneflafithi- 
cally large and housed within a 
mountain. The computer com- 
plex sprawls over 42 levels Split 
into three sections, the cave. 
machinery and semi -machinery 
levels. Each floor has a multi- 
tude of rooms and the total loc- 
al ion count Tots just over 10O0 1 

The game Takes sn arcade 
adventure format requiring cer- 
tain objects 10 be collected be- 
fore major steps toward your 
final objective can be taken An 
example is the route you need to 
pass through the gasroom The 
only way to do rt is in Style - fly, 



and for that you need the rocket 
but the rocket needs fuel that 
you have lo colled - and so on 
Useful objects lying around are 
bombs - handy for destroying 
force fields, 

The droid is controllable in 
two different modes; sphere 
and defenctess, When starting 
you're in defenders mode and 
as The name suggests, you have 
no way of repelling attackers but 
you have the extra advantage of 
ppeod In sphere mode yau are 
supplied with a laser cannon 
giving a good impression of the 
streams of laser used in 'Defen- 
der' To change modes you need 
to find a room with a terminal in 
if labelled Swap' Hitting the 
pick up key toggles the mode 
change. 

Positioned around the base 
are the computers defenders 
that spew white noise at you 
These sap your psyche, If h 
reaches then you II lose a life. 
Also milling around arc fish like 
creatures That merely get in your 
way and hinder progress. Some 
rooms contain photon thrusters 
pulsing energy in vertical stre- 
ams across the width of the 
room. Flying into one of these 
means certain death 

The screens flick to and fro m 
the normal arcade adventure 
formal using graphically similar 
screens to save on memory. 
Control is via joystick or keys 
though if you pick joystick you'll 
■till be forced to make the odd 
key depression 

Control k«y«:Q/A up/down; 0/ 
P I e ft / r pght : Spc to fire; I pick up/ 
psyche 'swap. U drop bomb 
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CRITICISM 

SNonterragueous shows 
amazing scope end com 
p laxity for budget soft- 
ware In fact tt f s all a bit awe- 
some at first and makes getting 
started a trrfte hard The gra- 
phics are above average and the 
corn hi nation of graphic ele- 
ments to make 1000 screens is 
very clever as they aren't es 
repetitive as one would evpect 
The movement is slightly crude 
end not altogether flicker free, 
however Things tend to slow 
down a bit if you unleash a spray 
of laserfire or rf there are more 
than a few sprites in the room 
Once you get into things the 
gsmeplay element* really are 
quite reasonable presenting 
respectably hard yet logical pro 
blemS- Overall a lot more than 
Id expect to receive for just 
u nd er two q u id and this puts the 
majority of Amwft'i £8 95 
range to shame 



rtl They have finally brought 
^gi the unpronounceable 

J budget game to the 

Am sir ad This is one of those 
games you don't know whether 
10 like or not. It has great gra 
phics and very good sound with 
a continuous tune, but there's 
just something about the game 
itself that is a little bit monot- 




onous. I think it would help "' 
your men moved around rh# 
screen with a little more /ip I 
can't really see the point of 
having two different Seekers 
when they can both do the same 
things (other then fire) and go 
into The same places Generally, 
1 wouldn't buy this game, but to? 
Fl 99 how can you fail? 

// you like absolutely 
immense, rnega arvede 
Adventures thin this ts 
realty the one tor you There are 
plenty of pu/stes to solve and 
tots to map (hut only rf you re a 
cartographer with huge paper 
resources)* The only trouble 
wuh this rype of game ts that 
because of its si/e *t rney be- 
come frustrating smce the re- 
wards of solving pujjrfes are 
rather few and far between, the 
graphics aren't too had hut I'm 
glad that there's a volume 
switch at the back of the com^ 
puter — the *&und ts abysmal, 
At ff 99 it's excellent value for 
money, hut even at its mcredthty 
tow price I'd recommend a took 
before purchase ft might not be 
everyone's cup of tea 



ft%Mt t ypw m f*t» *ap ri^rtu rw *d i r>q to* 




PnMfitatlon71% 

Standard packaging, good 
cover . not m n ny f r i iTi of options 

Graphics 82% 

Excellent, imaginative ameer 
ance r though repetition of ela 
ments may pall 

Payability 76% 

Easy to start, but a bit daunting 

at first 
Sound 48% 

Continuous tune, general lv a bit 
tacky. 

Addictive q t 

should I 



1000 rooms should keep you 
busv but the rewards are stre- 
tched over the game, 

Value for money 90% 
A snip at two quid 

Overall 81% 

A game that at in price, pelts 
many To shame 
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CflL T £B 95 tass 
Author Pete Cook 

If you are something of a simu 
Kator fan, but have reached the 
cooekJiion that there must be 
mcro to life then flying F 16*. 
driving racing cars and maneg* 
i ng football learns, then perhaps 
you might fancy Caking a leaf out 
of Princess Anne's oook and 
taka up truck driving. That's 
e*acOy what this latest release 
from Cftl allows you to do, 
except lhat instead of moving 
eventing horses around the 
shires you will be dealirnp wrth 
more mu nda ne ca rgoes ; ti m ber . 
cm!, oil and food 

On loading you are pre-s^med 
with five icons that allow you lo 
either: start the game, select one 
of four torrv m practise your 
driving, redefine the key* Or 



have a look at the high score 
table. Dnvmg a larger lorry 
means that although you will be 
able to carry a heavier load, and 
so complete some jobs quicker, 
you may find yourself struggling 
to control it, The predict mock* 
is always worth a visit You can 
have a go tit tackling some of the 
more difficult tasks like parking 
or negotiating roundabouts 

The controls are pretty 
straightforward. The panel at 
the top of the screen has a large 
steering wheel, you can judge 
the orientation of the wheel by 
looking at the line across its 
centre- As you enter the instruc- 
tion for left, the wheel rotates 
left until it reaches full lock. If the 
truck is moving forward then, 
from above, you see the cab 
begin to turn with its trailer 
following on bfchind, There is a 
knack to this steering bit; you 





TECHNICIAN TED 



HEWSON CONSUL TAN TS 
C7 9Saiss 



Ttchni&tn Ted. the enthusiastic 
young hacker, bounces to work at 
3 30 am Ahkjous to pirate The Big 
Boss he knows I h at he must complete 
21 task* by docking off time ml 500 
pm The only problem is that poor old 
Ted doesn't know what the leaks vv, 
lei stand where id find them Thank- 
fully a friend (who aSao works aft the 
hiciary ■ has given him a rough sketch 
of the room* near the canteen and a 
piece of advio*: the first piece you 
must visit is your desk then, go to the 
Silicon Slice Store In each room you 
mini! touch the two flashing objects 
but In the right order. 

Tmchaiaan Tmd it one of the belt 
platform games around; though it is 
not totally original, it has some addsd 
features that make it stand out from 
the rest. The graphics am the seme as 
those featured m Che Spectrum on 
ymal but the colours have been 
improved. Probably the worn feature 
of thrsgame is that its rather difficult 
lo get anywhere but, coupled wi Eh rh* 
fact thai il n alto addictive to play, 
man people should find it a very 
good buy unless you hate perform 
games. 

Overall AMTIX? ratting: 85% 




CENTRE COURT 

AMSQFTtEPfCSOFT 
€8,9&ca$s 



Ct*nfre Court, as the name suggest, is 
e lawn tennis simulation ATI the 
normal rules of tennis apply 

Playing the game is ramsricabty 
easy and it takes only a few goes to 
become confident in controlling your 
character reasonably well, taring 
rallies your position relative to the 
baJ l when you strike it depends On Hie 
stroke you otay r whether rt is high, 
low, slow or fast. 

Centra Court doesn't actually play 
partjcuisriy well The graphics are 
reasonable but they move badly and 
flicker and the sound > i very limited, ti 
doesn't take long lo learn the move- 
ments but the game soon becomes 
very boring due lo being a bit slow 
Overall it Is a brave attempt at a 
tennis simulation wh mh uni . 
ly has come off none too wet \ . 

Overall AMTIX! rating: 43% 




ROLAND IN SPACE 

AMSOfT/lNDfSCOMP 
C8 95csss 



Alter your success in fteftrnftn ftrrw 
you are now faced with the daunting 
task of building e super weapon to 
defeat the evil Aaeiro. 

To do this you must journey 
through apace to each of the seven 
planets, where you mint find and 
retfwre tta t« parts. c* toe ^sissf t 

most reared weapon, the Artuwi 
Random Nuclear ObnoKJOUS Ufa- 
form OesynchrDni*et» whicr< 
course spells out ARNOLD Each 
planet t* fgii D f creatures and objects 
left by Maetnj to hinder your pro 
ores* end avoiding contecl wrlh 
these is vital aeice your regeneration 
tanks only work 9 times 

As with some of the other Roland 
games the graphic* ^^ acceptable 
without being outstanding, but the 
sending is realty poor Once again, 
Ih is very dated game is run for m while 
but rapidly becomes bo* 

Overall AMTIX f rating: 41% 



ANDROID ONE 

VORTEX 
C7.95coss 



As an aodrorcf you have been **&rgn 

ed the task of shutting i 

reactor before rt inlaws up and 

destroys life as we know rt. lo ped 

orm this task you must 

14 screens Of pure hell to The nudear 

reactor. Once you have accomplish* 

ed your mission you must then travel 

dii irie way back to the starting screen 

before the time limit runs out, 

Androxt Qm i* an early type of 70 
scrolling m«e name Ail the 14 
screens are connected together 
hon/ontsMy end as you gat *m*r the 
end of one. the rtaocf screen scrolls 
into view, The various nasties who 
inhabit The maze (and are * 
eliminate you) can also' '-a v ouaa 
you flick from screen to screen Your 
opponents come tn four different 
shapes and each one ha 
cha na d e r ajdoi 

Andf&dQm rs a very simple look 
ing game but playing it can prove 
tough and very frustrating Hi unlike- 
ly to appeal to many people now 
because of its age and rt m fust i oo 
frustrating to warrant long time 
into eel 

Overall AMmXf rating 21% 
AMTIX November 1385 25 




'GAMES, 



;:;:::;;;;i^;- 




CODENAMEMAT 

AMSOfT 
C895an:s 



This conversion of the classic Spec 
trum game it the nmrnl thing #t 
pr ftwn! the Amstrad hat to a true 
mot (reverter simulation lifce f //jk- 
Ine Myoo culture hat decided lo 
invade the Sola r System and their uh 
■matt' yoal i* to destroy Earth end its 
people As MAT you have beam given 
the most advanced ship in me ur . v 
ers*. the USS Centunoa with wh.ch 
ft ii your leak id anhilate the Myons 

Your ship a equipped with many 
irftte gadgets like galactic chart* 
warp cepebJities, photon type 
weapon a and long/short range 
acannerm. AJ4 youi instrument* play a 
vrtat f ole in the game an<| mastering 
them tft of the upmost importance 
There are 3 different types of Myon 
craft 10 destroy, ranging from the 
email but dearfry fighter craft to th« 
gient battle cruisers. The number of 
mhipa « n necessary to destroy 
depends on the starting level you 
choose, end where you alert the 
game from, 

If you like strategy. 1 arcade game* 
then you will Jove Code Atome Afar, 
The 3D graph tit are only average but 
the game can prove so addictive met 
it aoeen't metier Mastering the 
confront can take tome lime but that 
* half the fun. ft bi a good blend of the 
tactical type pantes end arcade shoot 
em up 

Overall AMT1X! rating; 74% 





GRAND PRIX RALLY 2 

AMSQfl 
€&95c*sz 



Thit is essentially a 'Pole Position' 
variant You have to race through 
■eve raj mateorotogjcal condition* 
such as tlnmift* or anew 

One neat feature of the game * the 
option lo create a track of your own 
which can then be saved to tape for 
future use. Th» allows you to define 
the type of terrain, the length of ihe 
track and various other detail* 

Oauie 4 flrur tWfy ? is instantly 
playable but the graphics let it down 
Tremendously. They look good el first 
but art toon et they start to aero" n an 
goes to pieces because the 
movement i* so p ' > j i*me isn't 

very addictive and becomes a bore 
after a while and proves to be a poor 
eriemaiivrn to "Pole Poaition'. There's 
certainly room re* a bener version of 
this famous race game. 

Overill AMTIX 1 rating 47% 



ASTRO ATTACK 

AMSOfT 
£8.95 cast 



In Astm Attac* it is your task to hghr 
off the hordes of rtigonrtes before The 
time runs out You ere placed m the 
middle of a gnd also on that grid are 
the enemy craft On the easier levels 
these just move about trying to ram 
you on the grid but on later levels 
they get a id nastier and start to 
shoot When these ships are on the 
same line as you are r then you can 
bias* them with your laser 

Astru 4flrec* is a poor version c4 the 
now old hat game Grid Runner 1 The 
graphic quality and general feel ■* 
poor and off putting. It may prove 
addictive for a while but it doesn't 
take long before the game becomes 
poring. An aged, poor Fy implemented 
arcade copy with severely limited 
appeal 

Overall ArVTTlX' rating 27% 
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WORLD CUP 

AHTtC 
F795eas$ 



As the name suqigesls. Wnrhf Cvp tfl 
football simulation. You decide how 
many people are to play the game 
and you can atto choose what team 
you wish to take To the final The play 
bng area is a tiree screen-long green 
pitch which scrolls to follow the bail 

When playing the game you con- 
trol the fnotbalter nearest the bell 
Should your opponent be m paaaeea 
ion. then move your character Into 
him and posaession will be transfer 
red to you, To shoot at the goal putt 
get within a reasonable distance and 
press tire. 

The best feature in Worid Cup is the 
ability to play two player games — 
this means that there is en infinite 
number of akil levels With thai said, 
the graphics and sound are a bit of a 
let down otherwise this would have 
been a very good program This is the 
best football simulation on the 
Amstrad to data but there's still room 
far a lot of improvement, and no 
doubt some of The better conversioni 
will be coming along soon. 

Overall AMTIX! rating , 66% 
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must learn when to begin a turn, 
how much to turn the wheel and 
when to start turning it back — 
you shouldn't bo allowed out on 
the roads until you have master- 
ed the art. In the early stages you 
may make a lot of use of the dial 
on tho top right of the panel The 
damage indicator When you 
collide with something an 
alarming sound warns you and 
the needle on the damage dial 
creeps just a little nearer to the 
point whore you can consider 
your rip as a write off. Fortun- 
ately the damage can be put 
right at a garage Apart from the 
clock iinii the fuel gauge the 
panel also boasts a gear indic- 
ator, the fire button toggling 
between the three gears. And 
don't forget that the speed Jim it 
in a built up area is 30 mph — Ihe 
speeding tinea can soon mount 
up 

When you feel up to starting 
work you can begin tha game 
and f i nd out what you r talks are, 



plan and marks the location of 
the depots that you will need to 
visit — all you have to do is lo 
work out the least complicated 
route to them. 

A number of trips between 
various depots is often necess 
ary but at the end of the day you 
are marked for your efforts if 
you complete the tasks set ytxj 
get a handsome bonus depend 
frig on how many minutes of the 
day mn left. Added to your 
bonus is a payment for the total 
tonnage of goods moved which 
should add up to rather a lot, just 
as well because there a a couple 
of deductions; if you damage 
the truck then that must be paid 
for; likewise the tyres, Any fine* 
accumulated for over enthuaias- 
tic driving are also deducted, 
leaving your net earnings as a 
final score 

Control keys: A/2 accelerate/ 
decelerate; Q/P (aft/right; Spc 
to change gear S for main menu 




Out on the reed wrt h your Gil articulated torry- 



There are a number of different 
towns wrth varying street plans 
but |ust before you set off a map 
will let you work out what's 
what, You are told how much of 
each of the goods must be col- 
lected and returned to your 
home depot, While the street 
plan is on the screen this is: a 
good time to work out how you 
are 901™ to leave the depot, 
after all if it's on a comer you 
might regret racing out at 40 
mph. Once out of the depot the 
first task is to find a phone bo*, 
and park— near it rather than on 
it Once parked press S and you 
ere presented with the mam 
menu. By selecting one of ihe 
five icons you can, return to the 
lorry, low up, unload, pause, 
resign and of course make a 
phone call. The girls in the office 
take a little while to answer the 
phone but once they have you 
can select from another set of 
icons which of the goods you are 
interested in collecting A little 
cursor scans across tne street 



criticism 



I -a CHL must ha* 

►It Ala " Sugar 
i 1 when he said thi 



have taken 

serioush/ 

tha 

Amstrad was the truck drivers 
computer' Initially this game 
appears to have all the appeal of 
a sore throat but very soon it 
really does become guile 
compelling. Once you have 
mastered the rig, and that's 

Boing to take a while, you can 
ave quite a lot of fun finding 
your way about town in search 
of the depots and picking up the 
different goods Some or the 
routes call for a great deal of 
sfcill, especially when you are 
trying to complete alt of tha 
tasks m time. The graphics and 
the panel display are nicely 
designed and worked well but 
not all Of the lorry driving thrills 
ant here, how about terrorising 
hairdressers in Rat Pandas for 
example? This rsn^t a fast action 
game so its appeal will probably 
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not be universal, but those wtio 
*npov 1Kb sort of p*c* should 
get a lot of fun out of ft 

|J J must say That I rather 
gl enjoy games that call On 
-J you to dash hither and 
along complicated 
streets Juagernaut couldn't 
exactly he described as action 
pecked, but it is challenging and 
there's plenty to do to keep you 
busy for some lime, i liked its 
noveltv va^ue — there aren't Too 
many lorry driving simulations 
— and the use of icons speeds 
up the more drai> proceedings 
usua% associated with simul- 
ators Graphics am of a reason- 
able standard without being 
astonishing, and the sound 
effects are neat (but the lorry 
sound can drone on a bit after a 
while f This game is clever and 
ebso-r&mijf, and even manages 
to be addictive 



3 



Mak/ng phone caffs to 
hnd tne ptck up points, 
getting to thern and, 
worst of ail reversing into tha 
loading bay, mjte Juggernaut 
mjQ .i re&ffy rather neat game. 
Keeping the truck on the road §s 

Stte absorbing but f can't help 
titng there should be m bit 
mom to ft The graphics are welt 
Above the usual & tandardfor this 
sort of bird's eye view road 
game, with all the peripheral 
detatts adding to the ganarat 
favour fparhculariy tike the 
hedgehog on the loading 
screen^ although I agree with 
$otrm>rfB who sa?d ik&i the art ac 
does occasionally took a bit tike 
a disposable rwiur blade Over 
*/£ an unusual game that 
combines some arcade skills 
w*th a tradertstrategy game, 
ana one that should present a 
mesonabfa challenge to most 



Premutation 72% 
Icons add greatly to the overall 
effect, and there arm plenty of 
options 

Graphics 78% 

Good colour, weU drawn and 

animated. 

Sound 72% 

Quite realistic the phone sound 
* great 

Playab«ty73% 

A neat and i nteresti ng game and 
if yog can take the stress you 

should enjoy it 

Addictive qualities 65% 

Compelli ng enough but not for 



Value For Money 72% 

If you I ike the type, it's money 
fairly well spent 

Overall 71% 

Excellently executed simulation, 
but probably has a narrow 

appeal 



ALIENS 

ULTIMATE 
£9.95 cass 



Atom 8 is effectively the follow up to 
Knight Lor* Though it does not feat- 
ure the Curse of SaBrwnarv or spell*, it 



LkHfs have similar graphics (though 
altered to looh like a spaceship where 
the action lakes place} end the Film 
ation technique. 

As the little Aiken 8 type robot n is 
your mission to revrve the Ctyo» 
naughts before the spaceship you am 
m coN»des wift a nearby plane! The 
cryonaughts are the leal ■urvtvort of 
a fughty adv anced race on a voy age 
to mother planet who have been 
froien for the voyage- You mu at vent - 
ure round the ship., avoiding the mui- 



idreai ~^-^, 



ants and other nasties that have ent- 
ered it, end rev** the space traveler* 
by placing (he right type Of cryogenic 
vjlvee on the right plugs. When all 
rhe plugs and valves have been put 
together < the game ends 

Movement around the tNp and 
manipulation of objects is almost the 
same as that featured in Knight form. 
The graphics are bream takingly 
stunning and again Ultimate have 

improved on the Spectrum original 
by presenting the rooms in two col- 
our combinations. The game rs very 
good and eidremety playable SMI- 
eritiee to Knight lore eude. n is still 
worth buying as it rs a bigger game 
and so presents a tough chsrlenge tq 
all arcade freaks even if H can be a bit 
frustrating at times. 



Overall AMUX! rating: 92% 
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DARK STAR 

DESIGN DESIGN 
£7.35 cass 



The galaxy *S under the tyrannical 
rule of i hi? Evil Lord- In your ahip. the 
LIAR, jftjy must try vind free every 
Thing from his evil dOfttfaatrOft In 
many respects, except for the fact 
that ds concept predates it. Dark Star 
resembles me arcade anginal *$tar 
Wars' 

The LIAR is a highly sophisticated 
ship Its weaponry is of the fi*ed 
moum type which <s aimed by > 
oeuverkng the ship The LIAR' 1. 1 
computer generates a real time du 
play that shows what is happen >< 
your immediate vicinity tnemy 
ships fire at you by prediction, should 
you heap The seme course lot too 
fora 

There are 3 main pans to the game : 
Space, Hyperspece and Planets In 
Space you fight enemy *tnps and 
navigate through The galaxy Hyper 
space - when you travel to the other 
side of the galaxy, you must fly 
through one o* the sets of gates m a 
sector You wtl then be Hying down a 
rectangular tunnel - do ncrt stray 
from this or you will pose some of 
your energy and could eventually die 
(after e while you will reach the end of 
the tunnel and be bade m space}. 
Planets - jus* fly 'Into' a planet and 
you find you rse+t skimming it's sur- 
face Here you must destroy ihe 
planet's bases la liberate it from the 



Though not easy lo control Omrk 
Sur is very easy to get '"to and soon 
becomes addictive. The 3D vector 



graphics are only really above 
average but they are so fast mat you 
don't see Them on screen for long 
One of the novelties of Dark Star is its 
famously humourous hall of fame 
which changes most limes you load 
the game A very high speed shoot 
em up, bul nol QUile as good as theti 
other release. Tank Busters. 

Overall AMTTXi rating 74% 



ATOM SMASHER 

AMS0F7 
fS 95 C«s 



A nuclear reactor has got completely 
out of control and it is your mrs Sion 10 
shut it down before it btow$ up Efcnh 
the reactor and core are situated In 
the middle of the screen with an ekec 
tron circling rhem. Controlling a Iritlo 
triangular ihjp you must shoot a 
proton mat Circles the core and this 
produces another electron Electrons 
mm deadly if touched but may delay 
the countdown to the enplosJon. If 
you shoot the meltdown Then mis 
also delays the the end of the game 
Once the melWown has reached the 
core then the game ends. 

Atom Smasher is an extremely 
frustrating game to play and mis 
proves to b* its downfall Tlie graph 
ics and sound are dreadful leaving a 
lot lo be desired A* games go Atom 
Smasher ts a frmb*e waste of money 
and definitely should be avoided 



Overall AMTTXi rating: 17% 



CHUCKIEEGG 

A &¥ SOFTWARE 
f7 90 cms 



yet another ciassk platform game 
thai casts you i n the role of Henhouse 
Harry, but it has some 736 more 
screens than Man.. V -,* Thi j, , 
behind the game is |usf to go around 
a scr e e n and collected the eggs whtle 
avoiding the various types of nasties 
Ihal pursue you around The pitying 
area 

Every s cr ee n «s made up of two 
basic Sterner**; platforms and tad 
ders Also dotted around the scream 



lifts Collecting eggs 
gets you points and collecting me 
hen seed gels you a bonus The 
biggest problem with Ct*tn :> 
thai if can soon become boring 
because of the simtfsnties m the var- 
ious screens On me other hand, if 
you particularly enjoy platform 
games, men mis one 4 almost f • 
enirigiy addictive and p romo tes a 
neori to get higher and higher 



Overall AArfTIXf rating 63% 



ROLAND AHOY 

AMSOFT 
F& 95 cass 



A* Roland the intrepid eKpioesr on 
board your snip, it's your mtnaion to 
coiled treasure from The Golden 
Harbour and lake it to me hidden cave 
el Treasure Cove. In order to do th»i 
you must first blow a hole in iha 
boom which protects the harbour 
entrance and to do that you must go 
to Powder Quay lo collect cannon 
balls. The snip may enter the harbour 
enry when the hole in the boom is 
suftoenth/ targe to allow Ma passage 
Each journey must Tate in the three 
locations shown on a map, the 
Powder Quay, the Golden Harbour 
and the Treasure Cove Bewara ol tha 
many dangers that lurS within the tea 
and in the locations — you only have 




Rvtand Ahof has simple and irhW 
tive graphics but poor sound. Alth- 
ough quite enpyable when you first 
play at having visited all three kxa 
lions, further playing reveals no evl r a 
challenges, and it is another rather 
(Roland 



dull I 



"fllfM 



Overall AMT1X! rating J9% 
AMT1X November 1985 27 
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FINDERS KEEPERS 



Mastertronic, £1.99 cass 
Author: David Aubery 
Jones 
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The King of Ibisrma just doesn't 
know what sort of present to 

Kive his daughter Germ intrude 
>r her hirt'hrfay Instead of 
nipping down to the local Ibi 
sima WooNes to scan the she* 
ves for a suitably gift, he sends 
you, the Magic Knight, out on a 
quest to find a fitting gift if you 
succeed you wrll become a 
Knight of the Polygon Table ... if 
you don'l then forget the tho- 
ught of ever going back to the 
palace 

Finders Keepers first appea- 
red on the Spectrum anrj was 
Mastprtfonic's first gams ifor 
that machine) of real quality. Its 
transfer to the CBM 64 was oven 
more triumphant end q roved 
the pom i thai excellent budget 
software was here to stay. What 
■e Amstrad version? 

Vou start the game with the 
King waving you to a transpor- 
ter Step on this, and yn 
magically transported to Sprite- 
Sand, an tested platform 
world packed with valuable 
items. The resident aliens sap 
your energy which is shown on 
screen in the form of a bar, .f 
you're not careful and the en 
ergy reaches rero then you lose 
one pf your five lives. 

There are many objects scat- 
tered around the landscape 



which form en important part to 
this game These all loot the 
same, being little while triangles 
> F you stand on them end use 
the examine command then you 
are told what the object *s tf you 
consider the object might play a 
useful part in the game you can 
pick it up. rather like a true 
adventure game. 

You can finders Keepers from 
two viewpoints If you wish to 
comply with your Kmg p s wishes 
then you need to trade different 
objects until you have a prize fit 
for the Princess, tf, however, you 
are willing to commit a bit of 
treason then you could at ways 
enter Sprite land as a free agent, 
working only for yourself Once 
you've stacked up a reasonable 
horde you can leave the castle 
for a life of luxury. 

Finders Keeper is an arcade 
adventure platform game featu 
ring a wealth of screens. Though 
involving a lot of arcade ele- 
ments, the adventure Side of 
thmgs is very similar to the 
traditional style of adventuring 
To attain any s taius you have to 
trade objects at a profit In some 
cases if you collect two objects 



they may interact , combining to 
leave you with an even more 
useful item, A philosopher's 
stone and a lump of Feed, far 
instance, leaves you wrth a 
much more valuable lump of 
goid Also, as in traditional 
adventure*, there's a 
how big your inventory may 
grow, the maximum amount of 
objects you can carry being five, 
Around the game you come 
isa traders willing to barter 
Thp>ir wares Using the traders 
if s possible to turn appar 
useless objects into very useful 
ones by buymq items that 
interact. 

The screens mostly take a 
standard platform -type format 
involving pixel -precise rumps 
from ledge to ledge if you do a 
bft of exploring Ms likely you 

may find at least one of the two 
mazes in Spr iteianrf The mans 
scroll around you keeping your 
knight central, a system rei 
i seen r of that employe^ 
Boulderdw?* 

The scoring system is in two 
parts displaying a percentage of 
how many rooms have been 
explored and the amount at 




it 




Orftf of t#W ptoffprm Kf#*m from Mavt«rtrofiN , 'l ttilW 
FINOS W Kfl^fl*. 



cash you're worth. The screen 
display shows how many lives 

you are left. 

Control keys Cursors for 
movement G to gel; T to trade; 
Dto drop, E to examine. 

CRITICISM 

Sf *nders Keepers is a first 
rite piece of budget soft 
were The standard of 
prog ram mrng plus the intents- 
ting gemeplay make this one a 

winner It puts ft lot of SOfrwaf « 

houses to shame especially 
those who try to peddle their 
substandard wares around I he 
f tO mark The tjraphks are of ■ 
high quality with a good stan 
dard of movement, though the 
way Mag*? Knight jumps could 
have been better Screen move- 
ment hi smooth and unf lickery 
Very good as well with the 
variety in terrain wrth the maze 
and platform screens interming- 
ling Overall one of the best 
pieces of budget software to 
date and gives a timely rem 
inder for other software houses 
to pull their socks up' 

M a st pn r d n ic certain ly 
seem lo be really petting 
their act together . timers 
Keepers fs yet another first rate 
game and one that's bound to 
become a very successful piece 
of software I loved ihe way part 
of the program was presented 
as a true platform game and the 
other part as a sort of 3D|ish! 
maze. There's plenty o f i h mgs to 
do and some of the puzzles are 
excellently thought out. Nice 
oneMaiiertronicT 11 
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Its appearance on (he 
Spectrum was something 
j revelation, as at that 
rime no one thought budget 



software could produce any* 
thing reasonable But Master- 
trontc have tmproved the germ 
even further wtth the Am$tr&d 
version, The ercade elements 
are well up to standard, requr 
ring some skiff and good timing. 
The adventuring and trading 
bits b fend in perfectly, and it can 
t&te some time to work out how 
best to go about playing the 
game Playable then, attractive 
to watch and strangely 
addictive. 



Presentation 88% 
Nice loading screen and 
attractive packaging with 
reasonable options. 

Graphics 86% 

£ xtremely good use of Mode 
showing imaginative use of 
colour. 

Sound 88% 

Pretty impressive and constant 
e ft eel s 1 hro ug hout l he g erne, 

Plavabilrty85% 
Immediately payable as a 
normal platform game - and 
then there's more 

Addictive Qualities 88% 

Compelling adventure aspects 
Should make for an interesting 
game 

Value for Money 97% 

Absolute V outstanding, 
programs this good so 
inexpensive 

Overall 91% 

A greet game thai should hold 
» nift rest for a substantia? amount 
of time The price makes it 
irresi stable. 
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BEACHHEAD 

USGOLDlAMSQfT 
f9$S cast. H3.9S disk 



One of America's top 
of last year has been converted to the 
Amslrad Based on some American 
Pacific war you must establish a 
beach head on an island and over- 
throw the dictator 

There are see stages lo the game 
The fust stage, the aerial reconneis- 
sanoa. it a map screen Hem you 
must choose whether to opt tor a 
hidden waterway to tea* Ihe enemy 
fleet by surprise of whether to en 
gage I hem m direct bsnle Should 
you choose the the former then the 
s creen win cui to the hidden passage- 
In this screen you must guide your 10 
ships pest mines a v(Hfi. n rj lofpedoss 
to the other Me of the passage Vour 
success at (ha screen will determine 
how many shtps you have in the ne*l 
screen 

The third screen has you fighting 
off enemy fighters, there wtll be less 
lighters to deal ray should you have 
originally chosen lo go through the 
len passage Once enough partes 
have been destroyed then the naval 
bettte begins, To beef 1h4s screen you 
must destroy ell of the enemy fleet 
Each ship is at a different distance 
'mm yotit flger Once you have fired 
at a ship a readout wdl Tell you how 
long or short your missile tell from 
the enemy, adjust Ihe trajectory and 
the angle Of the gun is raited accord- 
ing ly When you have sunk all of ihe 
ships you can manoeuvre your fleet 
into Ihe harbour, this can oniy hold 4 
ships so you are awarded bonus 
points for any extra ships. Each ship 
can hold 2 tanks, so you can hmvm a 
maximum of 8 for the beach head 
You must now guide your tanks 
through ihe Dictator's defences and 
to the fortress of Kuhn Lin . your tanks 
constantly move forward ec a steady 



in \ni-m \n 




pace but they can be manoeuvred 
from side to side Success at this 
screen will determine your chances 
m the next — the Final battle 

At Kuhn Un you muit land ti 
on a fortress in order to destroy u 
There ere 10 possible targets but only 
one is vulnerable at a lime, this one 
turns white. When you have hn The 
Targe! another one wtll turn white 
The fortress is guarded by • highly 
accurate gun, ifthi* gets you 
sights then it will fire and as rt nntf 
misses a karga task force of tanks Is 
needed to ensure vKiot v 

Be&cft Need ts rather pr endive by 
most of today s standards The gra 
phics. while adequate, mm not spec- 
tecular and we all know thai th* 
Amstr ad ** capable oi much better 
Things The game ts qurte playable 
but there isn't much to it and ri 
shouldn't take very long to complete 
On ihe whole tf <*n't an awe inspiring 
game though younger gamers wtll 
find if enjoy a We 



Overall AMT1X? rating 57% 



TEST MA TCH CRICKET 

CfiL 

£6 95cass 



Test Match Cnc*et Is one of the better 
cricket simulations, and another con 
version from a venerable Spectrum 
original On one side of The tape you 
can pby a Ml test match wiih a 
maximum or 460 over*. On the other 
side is a one day cricket match, m 
which you can decide the number of 
overs you wish to play bui only one 
Innings per team can be played 

When the game has loaded you 
have the choice of naming your own 




Eeerni*} or using ones *ti * *ady m mo 
computers inemory If you win ihe 
loss you have The choice of batting or 
fielding The match now begins. 

Test Match if very easy lo gel mto 
but tends lo lose interest after a 
while The graphics are very simp 
tistic but strongly resemble those of 
the Spectrum original Should appeal 
the cricket fans but ii is doubtful 
whether the average game freak will 



Overall ANTRX' rating S*% 



CHOPPER SQUAD 

mWKEPTQfi MICROS 
€6 00 « ;ms 



Chopper Squad Is loosely based on 
the Spectrum hit Jetpac You si 
control of a chopper arvt mu 
about the screen picking up bits of a 
plane Once you have a piece of the 
craft you must take it 1u ihe bottom 
right of the screen There are tout 
types of alien to contend with Aa you 
makt? progress by building planes 
then the aliens stan to home in on 
you and the game gets harder To aid 
you in the task, you i\*v* been equip- 
ped With a rapid hre laser With which 
you can dispatch the aftens, 

Chopper Squad is a reasonably 
enioyable game to play but the 
grapnica and sound are so poor ^ 
Becomes boring repidry 



Overall MflDCl rating: 21% 
AMTIX November 1985 



29 




Br *t l#w off rh* mvtt Zorf n and uvtnq f h* world yet m qmln — K * 
you mx Bond, Junri Bond. 



A VIEW TO A KILL 



Domartc, £10 99 cass 
Author: Software 
Technicians 



Placing you in the role of world 
famous secret serviceman 
Ja mes. Bond, A View ro e Kit! pits 
your wits against the evil Ma* 
Zorin m a battle Strung Out Over 
three programs . A View to e KrH 
is a three-games-for-the-price- 
of one jobbke There are three 
different scenarios leading up id 
the final battle. The first takes 
parr in a mine beneath silicon 
valley. Max Zorin, villain of the 
piece, has planted a our. 
bomb underneath the San Adr 
ess fault. The idea is that when 
the bomb explodes the whole of 
silicon valley, containing 90% of 
the world's chip product ion. 
should vanish into the Pacific 
Zorin himself owns chip produc- 
tion complexes across the world 



and with Silicon Valley gone the 
market would be open for Zorin 
to c 1 'y price he wanted. 

For the mine sequence you 
control Bond via the joystick in 
an arcade adventure scenario. 
Travelling through a vast sys- 
tem of caves flip screen style, 
Bond has many tasks to accom 
plish on his way to defusing the 
bomb Most useful item to be 
co Heeled ts the grapnel gun 
More than likely you 1 1 ftnd your- 
self tumbling down ravines and 
cliffs. After brushing yoursetf 
down, the only way back is via 
your grapnel gun Found on the 
very first screen, you're lost 
without 

A Vt&w to a Krtf includes real 
adventure elements. Corrv 
mends are made entirely via the 
joystick without need for text 
input The system for command 
input is called the duck shoot if 
you press fire the game freezes 
and you have control of the 




duck shoot There are two levels 
you can una. similar in a way to 
most adventures verb /noun 
command structure M 
joystick lefT Of right ip select and 
object, press fire then move the 
10 select the action ((the 
action doesn't warrant an Ob- 
ject, for example the command 
SEARCH, then press frre when 
you enler she object duckshoof 
As you collect items they are 
added to the item duck shoot 
with new objects being placed at 
the front of the hst 

A series of puzzles are set For 
starters you need to free May- 
day, Zorrtn's ok girlfriend May 
day nan help you defuse the 
bomb by winching you down 
into the bomb pa Tnetroubl'is 
Mayday has been left 19 die 
behind a wait deep in the bowels 
of the mine, To free her you need 
to find the lighter and some 
sticks of dynitrmte. Once youVe 
found the walk that requires 
dynamiting first use the dyna 
I and then the lighter, end 
the resultant blast is enough to 
release Mayday 

The second game. City Hall, 
has Bond trapped within the Los 
Angeles City nail whire a fire it 
burning the place to the ground 
Starting at I he lop floor, you 
have to work your way down 
through the seventy five 
roomed building to reach the 
bottom right hand corner 
Though the pace is not as fast as 
the mine sequence, mind work 
plays a more important role The 
input method is the same as is 
used in the mine using the 
duckshoot 

On the final game, the Paris 
Chase. Bond must capture 
Mayday who has just para- 
chuted from the top of the Eifel 
Tower. Seeing Mayday soar 
Across the Paris skyline, Bond 
cornandeers a taxi. The game 
shows a olan view and a wind- 
screen view through Bond's 
taxi. Mayday lands randomly at 
of eight sights around the 
capital. Using a directional 
beeper. Bond must reach May 
days tending point before she 
does and avoid the local con- 
stabulary on the way. 



CRITICISM 



1 



A View 



to 
lot better 



§ Krft on the 
admittedly, a 
than its 
Commodore and Spectrum 
cousins though I'm air aid that's 
not realty saying much Even 
though you get three games for 
the price of one the value for 
money Isn't really all that wond- 
erful since many budget titles 
show a much higher standard of 
production After alt the hype 
and build up, this program is a 
real let down I'm alraid the only 
point I couJd see in its favour 
was the music on the trtle 
screen This is honestly some of 
the best music to date on the 
AmsTrad hut you canl really 
justify the price tag for a nice 
juigle Quran Duran's album is a 
four pounds cheaper 



2- 






After soma of the most 
impressive music I've 
heard on the. Amstrad 
(Duran Duron's View to a tCrlf] J 
loaded the first part of the game 
in. After what seemed an eter 
nity, the game started I sat 

back, stunned, at what seamed 
like a squidgy mesa filling the 
screen, After making sure that 
the game hadn't crashed I real 
ised that In fact it was a rather 
gaudy 3D m«e After playing 
the game for a while boredom 
set in, attar all 3D mate games 
are a til passe nowadays The 
other two parts were In the same 
class, with very poor graphics, 
sound and garnepley. Although 
it can be argued that this pack 
age contains three separate 
games for the price Of one they 
are all rather sub-standard 
Personally I'd prefer one good 
game to three poor ones and a 
good bit of music. 



3 The onfy thmg that rea/ty 
I struck me *b&vt thts 
J game was the music. 

prohahfy the best ye/ on the 
AmstraA Otherwise it*s a segu 
ence of three fairly mediocre 
game, ftov test one being the 
mme g&mt* Tht* action rends to 
be sf&w, the graphics are poor 
and unimagmtattve The car 
chase ts very sifty, theft* you are 
roaring through Pens with a l 3D J 
representation of rhe rood 
ahead which just shows waff 
after wall Yet on the serial map 
above, you can see Uttfe cars 
which y&u ere supposed 10 
avoid, they never appear on the 
mam display* why ? t sometimes 
rhmk the programmer was too 
tazy to finish the job. A shame 
reeffy because a great deaf mare 
could h#¥e been made of the 
subject, m$tead one feete that 
the subject has been left to make 
the game 



Presentation 78% 

Nice loading screen/ music 
okay box, but real disappoints, 

Graphics 59% 

Lacking in detail and 

believabikityV 



Sound 83% 

Great muttc. pity about the 
spot FX. 



Playabilrt Y 61% 

Apart from the mine sequence, 
not particularly playable 

Addictive qualities 43% 

The game has little to grab you 

Value for money 28% 

Three poor games don't acid up 
to two quid over the odds. 

Overall 45% 

A generally disappointing 
ga me, after hoping for a lot 
more. 
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THE BE5T THING 
SINCE THE REAL THING 



A Spitfire flight simulation set 
in 1940. Ground features 
and realistic air combat. 



Spitfirr'4o\s available 
from WH Smith $, Boots 
and good software stores 
EVErywhere. 





Targvl To rise through the ranks 
d the RAF elite to Group Captain, VC, 
DS0,DFC 

Mall order and catalogue requeslsio 

Kimndt Ltd., Maxwell House 

74 Worship Streel, London EC2A 2EN 

Tel 01 3774644 

Trade orders la 

Mirnradt Lid , Pumoll Book Centre, 

Paultan. Bristol BSlBSLQ 
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SORCERY PLUS 
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Sorcery was easily the best 
arcade game to ever appear for 
the Amstrad home computers, 
Brilliantly designed graphics 
coupied with an intelligently 
designed game resulted in an 
absolute classic Now, the Virgin 
learn have come out with Sorc- 
ery Pfus If you steady have the 
original, don't make the mistake 
of thinking this is |ust a slightly 
modified version — there's far 
more to it than that, Not only 
have the gang of five' added 
new screens, but the game now 
has chapters one and two Also, 
the method of rescuing some or 
your co (leagues has been alter- 
ed, sound effects have been 
changed and some very inter- 
esting new features have been 
added 

Jf there's one thing Amsoft 
need a lesson in, it's good pack^ 
aging. The cover of Sorc&ry Ptus 
is extremely dull and cheap 



looking. It shouldn't put you otf r 
however because the game *rv 
side is definitely worth it. Being 
a disk version, it loads very 
quickly and the new title screen 
is quite attractive All you need 
to know is there in the instruc- 
tion leaflet. Just load it in and 
play. .. 

And so to the plot. Eight of 
your fellow sorcerers have been 
imprisoned by an evil and pow^ 
erful necromancer. Your ta* - 
to find and free them within the 
time a Mowed- Once you have 
done so, you join them in the 
sanctuary and the game ends. 
As you would expect, there are a 
number of badriies out to stop 
you, locked doors to slow you 
down and some of the geog- 
raphy doesn't help either. 

To make lite a little easier, a 



variety of useful objects are left 
scattered around the locations 
waiting for you to use. These 
may be keys, weapons or misc- 
ellaneous rtems required to free 
the sorcerers. You may only 
carry one item at a time and the 
little window at the bottom of 
the screen tells you exactly whai 
that is However, it will not lei I 
you what it does, after iN, Ihnl 
would be too easy 1 Weapons 
may be used by pressing the frre 
button Othet items are used 
automatically when you need 
them. You always have the 
option of dropping or swapping 
an item by a press of the fire 
button Certain weapons will 
only km pad icu la r creatures and 
j IT hough keys Open some doors, 
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sometime* another abject may 
be necessary, When this it the 
case there are often visual clues 
as to which object is needed 
There are also some cauldrons 
which can replenish your energy 
— unfortunately some identical 
cauldrons deplete it rapidly, so 
be carefur 

Other information supplied in 
the window includes a clock 
which appears in the form of a 
slowly vanishing speH booh, a 
location description, an energy 
percentage and a score total 
jmtssing from the o r i g i n al K 

In Sorcery, there were forty 
screens but in the new chapter 
one 4 there are forty-seven for 
you to explore. 

Chapter one ends as the orig- 
inal game did, after you have 
rescued ail eight of the trapped 
sorcerers However, instead of 
relaung in the Sanctuary for the 
rest of your days, you gain acc- 
ess to a new door which leads 
you into the second part of ihe 
game. This section makes an 
interesting sequel There are 
new objects and creatures and 
tha graphics, are more impress- 
ive than in the first part, 







This is where ypu actually do 
battle with the evil necromancer 
who caused all the hassle fn the 
first pi ace He's so evil that love 
is a totally alien concept to him. 
So whet you have to do is 
wander around trying to find 
hearts, which you must collect 
and place all around him |a com 
purer s idea of being smothered 
with love) 

There are an e*tra twenty - 
eight screens in chapter two, 
Once you have reached the sec 
ond section, you may continual- 
ly restart your game from there. 
Unfortunately, to win, you do 
need to play right from the beg- 
inning (otherwise some areas 
wilt remain inaccessible}, but 
you can use that facility as a hind 
of practice mode, 

CRITICISM 



B 



Sorcery'* sound tr#ck is 
above average for an 
Amstrad game (especial 
Iv rf you have a stereo adaptor). 
The soundtrack has now been 
arte red and when your charac- 
ter gets killed, the effect is quite 
amusing The only other sound 
effect which has noticabfy 
changed is the opening of 
doors. The previous version had 
a quite authentic creaking 
effect, This new one sounds like 
too much lifcfi ,1 well 

computer game 1 Anyway, these 
are only minor gripes and are 
nothing to get worried about. 
It's a great game regardless and 
probably the best reason for 
owning an Amstrad disk drive. 

Every single screen is acc- 
essed fr om the drive The 
reasons for this are not 
clear as it was certainty not nec- 
essary (except perhaps as a pro- 
tea ion device), but the disadv- 
antage is that the game i$ 




sJowed down somewhat n is &y 
no means as bad as if it had been 
on a Commodore, in fact it is a 
credit to Amstrad drives that 
they are so fast, but the result is 
slightly detrimental to (he 
game's atmosphere, For ail this, 
Sorcery Plus is a great game, full 
of intriguing puzzles and fast 
scraps Also there >s an all time 
high score table on the disk, as 
well as the normal one, It's a 
game full of imagination and 
excellent execution 



3 



Sorcery Plus's speed 
restrictions due fo dis* 
access, spoil the game a 
tittle hut there is 
no doubt th&t rhfs is stilt one of 
the b$st graphtc adventures out 
for the Amstrad. The graphics 
are the best ever seen on an 
Amstrad game and realty do 
justice to the machine's Advanc- 
ed graphtcs capabilities This 
makes a wonderful change from 
seemg straight Spectrum con- 
versions with thetr limited iwo 
colour character blocks. The 
shading and colour mix result m 
an almost cartoon ti^e effect 
that realty ts state of the art. The 
SprtteS are smoothly animated 
and again, the choice of colours 
is striking without being s*tty or 
over the top. When you use 
something like a 'shooting star* 
(one of the more powgiful w&ap- 



,i, ..i^j 



onsh red bolts shoot out from 
your character and, if they hit 
thetr intended target the explos 
ions are fast anadramattc One 
added detail tn the new game, 
which some may not like, u that 
on destruction of a creature, a 
scroti containing the points 
value for Aftltno it appears brief ty 
tn its place There are so many 
improvements over tha original 
th&r I'm sure the vast majority of 
Sorcery fans wilt put up w*fn the 
game's few had paints 



Presentation 85% 

There are no options but they 
aren't needed. The title screen, 
scrolling messages and 
appearance are excellent 
Would have been higher yet. 
had thBte been a better sfrp 
cover front Amso ft 

Graphics 91% 

No sense of perspective but that 
cannot detract from the 
beautiful colouring and 
animation. 

Sound 82% 

Not quite as good as rt could 
have been but makes good use 
of the stereo effects 
nonetheless 



Payability 89% 

With simple joystick control 
pause option, there can be no 
complaints in this respect. 



Addictive qualities 85% 
It is higbty addictive if only from 
the point of v pew of getting to 
see all those marvellous 
screen*. 

Value for money 85% 
Considering what disk games 
can cosl r fourteen pounds is 
hardly prohibitive 

Overall 90% 
To date, graphically the 
best arcade adventure 
yet for the Amstrad. 
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AN INCENTIVE YOU REALLY CANlj 






THE GREAT NEW MAGAZINE 

When boy A MUX ! you can be sure of getting a monthly magazine 100% devoted to Amstrad 
software and hardware, packed whh information on the very latest games, utilities and 
business software that will keep you right up to date. Bui most important of all, AMTIX 1 is 
going to be a good read, Now if you subscribe, all that will be dropping through your letterbox 
every month rot no further effort on your part (not to mention the free games). There's not 
much point going mio great detail on what AMTIX ! is like, because this issue 1 will tell you all 
you need lo know r 
As a subscriber to AMTIX I you also receive another benefit — 50p discount off every single 

Kiece of software you buy from AMTIX! Mail Order which, together with CHASH and ZZAP! 64 
I ait Order, is one of the biggest software mail order houses in the country. You can find more 
details on thai elsewhere in this issue. AND, as a subscriber, you will aiso receive good 
discount benefits through any subsequent subscription offers. How can you resist? 



AMTIX ! hM got together with DESIGN DESIGN end INCENTIVE SOFTWARE to give you 
a fantastic AMTIX I subscription offer — any two of the great games lifted hen (worth up to 
€15 90} are yours absolutely FREE if you take out a year's subscription to AMTIX! now!! 
That's a deal that could be worth worth more than the actual cost of the €15 (post included) 
annual subscription fee. All you have to do is fill out the form and send in your payment, 
choose your two free g a me*, and well do the rest! 



OTHER SPECIAL 
OFFERS! 

Subscribers to AMTIX' 
should keep a dose watch 
on future subscription 
offers, because there will be 
fabulous de a l s In there for 
them as wall - we won't 
forget you once you have 
handed your money over 

For instance - If you sub 
scribed to AMTIX! on the 
offer in our special PCW 
show issue zero , all you have 
to do now is quote your code 
number and you can 
TWO of the games In 1 
offer for the special pric* of 
only €8 00! 
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AMTIX! SUBSCRIPTION OFFER 



Yes, I want to subscribe to AMTIX! for one year (12 issues) 
and receive two free games from the five listed on these 
pages (offer closes 30th November 19B5) I enclose a cheque/ 
postal order made payable to New* fie Id for £15 00 



P^OfTltj ...... r ... ^ .... i ...... j j . l . ^ ., | 



Address 



Postcode 



f"fCe yami? CnOlCt? .1 rS »***■?***<**:******■**** ***•*■,*■,**-, . . . 

Free game choice 2 is * # . » 



I'm already a subscriber to AMTIX ! and I would tike to choose 
two games at the special deal price t enctose a cheque^postal 
order made payable to News fie Id for €6 00 



My subscriber code number is 



Name 



rMIUFuH ipi»<i»«ii*iii»4iiipiii|tit|fMti#vftiM»i 



■ ■■■*« ■■■■■.J.>l..a4p** a 4-1 



Postcode 



4-JI+l-a. ■* + + *■- 



Game 1 is . 
Game 2 is , 



AMTIX! SUBSCRIPTION OFFER, f'2 King Street 
Ludlow, Shropshire SYS 1AQ 
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IntergalactiGram 

A Diy+Ston of tntorgal Tatfttonn 



Date 



++++++STARDATE TEN PAST WEDNESDAY++++*+ 



Address** ++++♦+++ URGENT MESSAGE TO ALL AMTIX READERS* ♦++♦♦♦♦ 



« KSST" H ° USE e0INe «™ - -™ cop.es 0F st , rjw to 

^i:L + uSiDER F ^ + C r ERTE0 T ° RUN ^ ™ E ""^ - ™*A BVRNE 

+**+*++SADLY, 3D WIRE FRAME DIAGRAMS OF SHIPS IN STARION GAME 
LOST IN BACK OF EARTH TAXI +♦+++++ 

t+++++++AMTIX REA0ERS ASKED TQ REASSEMBLE PLANS FOR STARTnw 
SHIPS FROM BACK OF ENVELOPE DOT TO DOT CRYPTIC PLAnI d£Ln S5 
BACK OF ENVELOPE BY GAME DESIGNER******* AWN ^ 

+++++++*+AMTIX READERS ARE LAST HOPE FOR INTELLIGENT AND SEMI 
INTELLIGENT LIFE ON EARTH AS WE KNOW AND LOVE I T+ ♦*+♦+** 

+ ** + *MISSIDN COMPUTER NEEDS NETWORKS DRAWING UP FROM DOT-TO-DOT 
IMPLEMENTATION - FAX PHOTOS SENT DOWN LINE TO OVEREATING AMTIX 
EDITOR JEM SPENCER. LUDLOW, ENGLAND, SOL III+ + + H + 

+*+*READERS NEED TO COMPLETE DOT-TO-DOT DRAWINGS, MATCH THEM UP 
TO FAXEO PHOTOS AND SEND RESULT TO MISSION COMPUTER VIA CRUDE 
EARTH LETTERPOST METHOD TO STARION, PO BOX 10 . LUDLOW 
SHROPSHIRE, ENGLAND, POST CODATION SY8 1 DB BY 14 NOVEMBER 1985 
FOR BEAMING UP TO URSULA MAJOR RECEIVING STATION* ♦++*+++ 

♦***IF MORE THAN FIFTY CORRECT ENTRIES RECEIVED BY COLLATING 
COMPUTER, THEN RANDOM SORT AND SELECT ALGORITHM WILL BE APPLIED 
TO DETERMINE FIFTY WINNERS OF MELBOURNE HOUSE GAME - 
BELIEVED TO HAVE BEEN ASSIGNED MYSTICAL AMTIX "ACCOLADE' STATUS 
AS TOKEN OF EARTHLING GRATITUDE FOR BEING DEAD BRILL****** 



/i^**\ IntergalactiGram 

A Division of Internal Telecom 



e> 



*n*# + #MASTER 



Dele 



COMPUTER INTERRUPT ON SLAVE TELEX COMPUTER INTERRUPT BUS***** 



«t####***«* 



♦WHAT'S THIS "DEAD BRILL* GIBBERISH, OH MINION MACHINE?************* 



^ 



* +++++++ SORRY BOSS, SLIPPING INTO COARSE EARTHLING USAGE OF META-LANGUAGE 
CONSTRUCTION* +♦++++♦ 



******«»SHUT DOWN MINION TELEX COMPUTER - YOU'VE BEEN AT THE THESAURUS 

AGAIN 1 ******** nLgHur U5 



GET 



******MESSAGE TERMINATED EARTHLINGS - APOLOGIES FOR TRANSMISSION ERRORS - 
BUSY ON THIS BRILL s 3&3* '> H ...... br^adown #roor rpar t**brokdurn «rnrt 

rtp*. . .#*kbrown terror part 

5ST!!SS<»"v , nt .r .l.et.c T.IK- -»ng <° "•» P**"" n * °« » h * ,Mt 



Ifer 



AMTIX November 1985 37 



7*M 



TH£ TERMINAL MAN'S 

OWN 




i ^i f ■ / ^. ▼ / 1 

^ ^__. ■ ^ 



LOOK fir 
THESE PICS OF fiTrttCKV 

snutmoisi i got into on 

SlftlUS IV-3POT THE TEN 
DlFFERENCES # S&NPTri6A(nH TO 
U5 BV NOVEMBER Wh RNP &£ 
ONE Of TV4RE£ TOW\M £^B 
OF SOFTWARE.' 
GOT IT 77 



HI- 
WlNG- OF 
TERMINAL 

RPMTOT - 
BLOW OUT/ 
RELPX— ChJTER 
fTHlS'iiSlMR-E 
QUIZ/ 





fling ihe dmerences on one of the drawings (Or a photocopy it you prefer) and 

send them into AMT1X QUIZ, PO BOX 10. LUDLOW, SHROPSHIRE SY8 1DB 
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Tur: univir- 



I \ 1 1 


lift! 



II 



ALL 

TOGETHER 

ON ONE 

GIANT 

COMPILATION 

SPECTRUM 

AMSTRAD 

COMMODORE 64 

SPECIAL DOUBLE CASSETTE 

* ONLY £9.95 

DISC £12.95 

Stotked v Scfecwd Branches of . 
*r*h. Boots, total-tames 





FREEPOST. Bath 6A2 4TD. TeJ; 0225 3 1 6924 



New Gwwifjon products it* 
msW xcortfaf to thw ttrrra 
erf (rv4t wnd condluuf U (rf w^r 
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CODENAME MAT II 






Domark, £8.95 cass 
Author: Derek Brewster 



Set among ihe stars, Codename 
Mat ff pits man against Alien in 
an epic struggle for superiority 
Now Thiii he $ been given a new 
ship after CodenameMat, Mat is 
back bashing up tire same old 
creepies as before the Mv 
This lime they're trying ihe<r 
heft to destroy the grids that 
supply vital energy to Earth, The 
energy is derives from Karillium 
mined on the planer Vesta deep 
within the My on Zones. Impr- 
essed with the way you dealt 
wifh the last outbreak of My on 
nastmess. Earth has supplied 
you with the latest in military 
technology, Cent ur ion M P a hlph 
powered and extremety soph is 
ticated spacecraft 

The idea is that you should 
destroy the Myor> space fighters 
that are harming the essential 
satellite rinks in the energy grid- 
If you manage to kill all the 
Mybns in the sector then you get 
a rest from alien tapping and ihe 
pame h s strategy elements come 
into play. Awarded a limited 
amount of time units to repair 
and replace damage to your ship 
and the energy grid, you must 
spend it wisely in trying to 
decide what is best to repair 
Mow badly the satellites have 
been damaged depends on how 
lonq youVe taken lo wipe out 
the Myon fighters. 

As weves progress, the 
Mycins, obviously a miffed by 
your blasting their fleets to little 
farts, get more vicious. There are 
eight different waves, each 
m employing different tact 
its The first fleet are fighters 
and are more than a bit apath- 
etic, only attacking when you 



seek them qui The second lot 
are more a kkid of galactic ea- 
oeet seeking you out like a 
puided missile, not actually fir- 
ing, just giving it the old kam- 
ikaze run into your hull The third 
screens aliens are more thou- 
ghtful! and tend to employ ihe 
tactic of circling around you 
before striking. They also use 
cloaking devices making them 
invisible on the main screen. 

The complexity of your ship 
means it's very easy to damage, 
a feature the My on 5 seem to rety 
on heavily, A statu $ window 
constantly keeps you updated 
on the position of your ship with 
lines of tesrt informing of any 
system damage. Luckily- if an 
essential ships system is dam 
aged end you can t wait until the 
end of the wave, you have two 
droids in your employ. Assign- 
ing them to a paiiiculertask may 
mean waiting for up to 15 min- 
utes, and while the system is 
under repair it is totally inoper- 
ative. Should a droid be harmed 




then the other droid can repair 
his fellow toiler. 

You are supplied with three 
sets of scanners. Long range, 
short range and battle com- 
puter Apart from their range, 
their is little difference between 
the two scanners. Showing a 2D 
plan view of a sphere with your 
ship in the centre, the scanner 
also highlights the position of 
any aliens. When the aliens are 
really up close, its wisest to use 
the battle computer. This device 
is intelligent and has two modes 
of display. On automatic if tracks 
the fighter nearest to your ship; 
manual mode allows you to 
(rack your own Myon When a 
Myon fighter is in your imm^d- 
iate vicinity n appears in the 
mom screen, a panoramic 3D 
view through the cockpit 
window. 

To travel between different 
quadrants when chasing after 
Myons you need to use your 
trusty ion engine. Looking at Ihq 
quadrant chert, you need to 
estimate the best warp factor 
and warp angle Tripping on the 
warp engines 1$ a bit dodgy if 
you have a dicky shield unit as 
micro particles threaten to pen- 
etrate the hull because pf the 
enormous speed of travel If The 
warp starts to harm the Centu- 
rion then you can always abort 
it 

Centurion II is supplied with 
two weapon systems, plasma 
and laser. Plasma guns are slow 
to recharge and the time they 
take to reach their target wou- 
ldn't win any medals either 
Their only advantage over laser 
power is they don't overheat 
and explode Throng houi your 
bsttle a status box indicates how 
dire your present position is by 
informing you if it's condition 
blue, green, yellow or red. You 
die if any essential system it 
dead or if all the satellites are 
destroyed. 

Control keys; in addition to 
directional and firing controls 
(joystick), some 14 keys are 
required. 



CRITICISM 



A- 



Before I start it would 
only be fair to say that rf 
you liked Codename Mai 
you're sure to enjoy Mm V smee 

the scenario anrj challenge 
holds a great deal more depth 
than its predecessor while re- 
taining the same game format 
But if you weren't over keen on 
Afar /, regarding Mat u you'U be 
in the same boat as me, bored 
stiff. The game cannot realty 
help but suffer comparison with 
Star ion because of the similarity 
in game ideas, targe alien »p 
sessions fallowed by some 
mind work, and lm afraid Code- 
name Mat H comes off worse In 
the comparison The graphics 
would have been acceptable a 
year back but I'm afraid visually 
the game hasn't progressed at 
all since Mat f The strategic 
elements are in! e resting but too 



much emphasis is put on the 
alien blasting bit It lakes far too 
long to reach the end of a wave 
Setting the warp co-ordinates is 
clumsy with the computer 
working in polar co-ordinates 
Overall I realty couldn't recom- 
mend this unless you were a big 
fan of the first game otherwise 



\J Code A/jpme Mat was one 
gl of the early major games 
3 to be released on the 
Amstrad. When it came out for 
the Spectrum it was regarded as 
state of the a rr, deservedly so as 
well CodeNameMat?i*rmihG 
fresh new idea that its prede- 
cessor was. in fad there are 
quite a lot of similarities be- 
tween the two games, The 
Graphics %re nothing like as fast 
or detailed as say Station, but 
the gamepiay is pretty good. 
The player is, under quite a lot of 
pressure, especially when the 
enemy numbers start to incre- 
ase and you have to repair the 
damage to your ship A pretty 
exciting game and well worth 
buying if you are a space stra- 
tegy shoot em up fan without 
Code Name Ma t the fi m . 



3 



The graphics trt this game 
are weft up to scratch 
perhaps just a hWa hit 
slow. What t realty arytopetf 
about Code Name Mat 2 was the 
scenario, Once t had leamt to 
control my ship and covfd get 
stuck mt& rfte battle evervth/nff 
seem&d very r&atisttc As the 
batffe hotted up / found myself 
Stretched to the limit tryfftff to 
keep the na$tie$ away frpm th0 
satellites white at the same time 
doing the necessary repair wort 
On my ship An exhit&ratinQ and 
wortftwhife game. 



Presentation 68% 

Nothing amftling, though some 

rtworm 
packaging 



very nice artwori with the 



Graphics 73% 

Not much change since Mai 1 

Sound 4S% 

Aimnsi non-enittent, and whai it 

does use rsn'r outstanding 

Playabitrty69% 

Lots of controls makes if hard to 

get *nio. but fun once you have 

Addictive Qualities 75% 

The strategic element* 
combined wilh arcade offer 
plenty to 60. but reviewer m* 
opinions were mixed as to long 
term appeal 

Value for Money 72% 
A pound dearer than St*?> 
and, though being a good gamp, 
la a mite overpf iced. 

Overall 72% 

A good mixture of shool em up 
and strategy, likely to appeal 
most people 
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COMBAT LYNX 

DUREU 
C8$5c0SS 



Piloting a Lynx helicopter, your 
mission i* to provide air cover And 
support for the allfred ground unit*, 
This support comes in the form of 
supprying several other base* wth 
weapons; fuel and wwnml from 
your home baas 1 |lh# number of 
other bases depends or. lh* sJuit level 
selected* and fie4p4ng Co desiro* 
oncoming forces of tfie enemy 

instead of the usual ¥iew ■ f rom-the* 
cockpit you see the action from 
srjmewhere behind the Lynx but all 
your flight controli ara right m front 
of you below the view screen, lis 
qu rtc easy to ge^b^ehano^ using the 
instruments but it takes tofnt lime 
before you can totally marts* mem. 
The map kt a particularly u**ful 
control, using it you Can identify 
which ground vehicles are on your 
side and which ones should lie 
destroyed Once you have mastered 
the com roEs you can man start to 
snjw to/noar £vnx properly 

the whole game has a very pro 
tasaJonal polished look to \t The 
graptuca and scrolling, while vmpke, 
wort very wall, you feel that you ma 
actual iv Aymq the haHooptar. Below 



COMBAT 
LYNX 

5 




vou c*r\ see battles raging, vendee 
trying lodrtveover hills which ere loo 
sleep for them and nouses scrolling 
inwards you at high speed While in 
the an enemy pets and helicopters 
engage you m bame 

Compared to the other computer's 
venuofia of ihls game the Arnstred 
one is the beat and it t% a very good 
flight 'strategy simulation which 
should keep admirers of this type of 
game happy for hou I > 

Overall ArVmX! rating: 83% 



Sm LANCELOT 

MELBOURNE HOUSE 
£695c*$s 



Stf Lancelot H is your task lo 
investigate 24 rooms of a castle and 
collect the flashing items in each 

-i. In tNa tesi platform gams you 
must collect efl tNa objects from a 
room before an exit is revealed, and 
you must also contend with the 
guardians' of those items 

You start oft m s room full of 
fasting axes, Merlins magic I eieood 



chamber Tries is a astectJoft 
where you can decide upon the se- 
quence of rooms to be visited: jusi 
walk up to art axe and you are trans- 
ported to another room, Whenever a 
room ra coropfeted you return ro this 
fust room where you can dead* 
agam which room to visit next. £ach 
has a time limn lor the collectkon of 
the flashing objects Vou have 3 lives 
4t the start and a new one is awarded 




every 2000 points Should you lose a 
hfe in a room, then the time limit la 
reset lo 309 end j'I the flashing 
obpects ihad any been collected^ 
reappear, 

The graphics featured m $tt 
tMycektt ire very simple but effec- 
tive The whole appearance o" 
game makes it look very sample and 
boring but that's misleading because 
in play ii it great fun. It should lake 
some time to complete because the 
screens vary in dimcuity -ind tome 
objects require a high degree of 
arcade skill lo collect them Gener- 
ally, a vary enjoyable game 

Overall AMTJX I rating : 79% 



OH MUMMY 

AMSOfTfGEM 
fSBScass 



Vou have been appointed the head of 
an archaeological expedition to 
Egypt Your party initially consists of 
frve members, The tea* is to enter five 
levels of each pyramid, and recover 
form each five ffoyat Mummies and 
as much ireasura as you can 

Each level has been partially excav- 
ated by previous expeditions and it is 
up to you and your c olleagu es to 
complete the digs Unfonunatei. 
workers 1 digging has aroused Guard 
tans left behind by lha ancient Egypt- 
tans to protect their royal tombs. 

The partly excavated levels are in 
ine form of a grk) made up of twenty 
boxes. To uncover a box move your 
team around atl four sides of the box 
When the boxes holding a key and 
the royal mummy have Been uncov 
ered you can progress to the next 

The best way to describe Oh 
Mummy is as a ion of FecmefV var- 
iant with Panter" overtones The 
graphics are extremely simple, roll' 
acting the very early Spectrum orig- 
inal's — indeed, die whole game is 
sample. Fun to play bui noi for very 
long, extremely dated now and hard- 
ly worth consxlering 

1 Overall AMT1X1 rating : 29% 
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Mastertronic, £1.99 cass 



In s glut of new Am^tred budget 
software from Mastenronit ttiev 
hsv* rtiKuded to r« lease CMtef, 
a convert from an old 64 version 
(thai also went onto the Spec 
trurn lesssuccessrullvp. 

The plot has your girlfriend 
sweat iru] «r oul in a haunted 
house m whrch she's mvsteri- 
ously been imprisoned. Good 
and caring soul that you are you 
rledd€ ttiet you should rescue 



her from a grishy faie hut just at 
your rfrjvintf to the scene of I he 
ne your car conies out m the 
rniddte of a haunted forest 
choc a- bloc with spooks end 
vwfewolves 

Vour first job then i% to make it 
on foot through the forest kee- 
ping well dear of the energy 
draining ghosts Vou are able to 
run, jump and climb the bewt- 
chod trees via joy stick or keys 
Placed around the screens are 
blue and purple mushrooms, 
each having a diflnrent effect ©n 
the player Should you b» 
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fortunate enough to couch a blue 
mushroom, /our energy fS 
sorely depleted ^ however pur- 
pie mushrooms are a boon. 
qtvmq a small burst lO your 
energy supply Around the for 
est screen are a number of col- 
lapftng platforms thai can only 
be travelled Over once To get 
Ihro-ugh a screen you have to 
collect a number of blue crosses 
to ward off unholy spirits. Once 
,■»*»» af I the holy crosses, 
you are transported onto The 
netf screen. 

There are five sheets in CrWer 
each a statue picture filling most 
of the screen, There is also an 
energy bar depicting you cur- 
rent state If the bar reaches zero 

then its qame over as onty one 
"■'t? is allotted 

Once into the second screen 
you'll find yourself trapped in a 
cinema, a crumbly old one at 
that since you have to avoid 
plaster falling from the roof, On 
the third screen it's down to the 
ghetto hopping from tenement 
to tenement, avoiding various 
"jatures- The fourth is a 
graveyard and the final is the 
haunted house. This screen 
tales the same formal as the 
others but once you have freed 
yew girl ill is not over You 
p to get back through all five 
screens to the relative safety of 
your car 

Returning is not as easy as it 
may seem, "because the attack of 
rhe meanies becomes a lot more 
determined Also you need to 
guide both the girl and the boy. 
<g controf as you go The 
boy still nes to coHect the blue 
crosses but now the girl has to 
coNect a set of pfnk ones 

Control keys: cursors, Spe to 
artemate between boy and girl. 

CRITICISM 
IS 

lid This is yet another 

III l platform game, and one 

which doesn't really stand out 
from the masses of others 
i a five screen jumping/ 
collecting game where the ult- 
imate Aim is to reach your 
imprisoned girlfriend and res- 
cue her It's all pretty blend stuff 
and the type of game we've all 
seen too many times before 
The game might be hard but 
when you work out that each 
screen costs 40p rt just doesn't 
seem good value for money 

[tQl pieces of decern budget 
i i software to appear and at 
the rune it was very good - at 
least on the 64 it was Nowa 
days, though, it's not so hot. the 
basrc design hasn't changed a 

CJt wince its first appearance 
ooking at it now all I see it i 
mundane platform game badly 
executed The graphics are of a 
low quality and move in a jerky 
fashion I m afraid the game 
doesn't even warrant the £1.99 
price lag with not only other 



DUNDARACH 

GARGOYLE GAMES 
€9 95 <;a$$ 



The hero of two cull Spectrum games 
has. at last, made hrs first venture on 
to the Amstrari But) Da* 
legendary city m which your friend 
end Char iote*r> loeg. hM been impr 
isoned by the evil sorceress, Skar. in 
retribution for me death of A 



ra p r e t an te d fay one basic male o* 
female character, each one ft fully 
animated in great detail and even 
Iheir hair Mown in thewtnd If another 
character besides yourself or * trader 
is on screen men a cursor (made up of 
ill follows their move 
ment across the screen, and ihetr Mi 
name appears at the bottom, which 
makes identification easy. As well as 
being fully animated, each character 
hef Their own personally - tome are 
p«fcpocki<t*, one a gostip and ano 
ther an exiled map maker but all have 
one thing in common, mey each warn 




Dun Darach 



prince of the Conachta Your task as 
Qjchuleinn the Great m. bv eoMrtg 
various putties, to rescue Loeg and 
escape from the city 

Tne principle object in Quit Dtrscn 
k money. With money you c*n buy 
titifuct* necessary to solve the 
pui/li»v Making money is a game In 
rtsetf and there are several honest 
and dishonest ways to do it: you can 
try buying and setting it a profit, 
steeling goods and selling thorn 
I which is highly profitable out also 
n*ky waMl Out lor Hyde, the local 
Yeoman who, if you are caught steal 
ing. will gladly lake all the object* that 
you possess and vout money!; by 
banking your money »nd letting *t 
build up slowly MS interest it 
awarded for every day that your 
money stays m the bank) or you i 
arrays pay a visit to the gambling 
houses and get rich quk£ or become 
bust even quicker 

Besides the traders, who don't 
move, there are ID other characters 
thai inhabit Bun QarfKih These are 



something and in return they will 
each give an object to you (M inese 
objects some will bv useful and 
Others wilt merery give you a due to 
another task that must be performed 
before your goal is achieved 

As you can no doubt appreciate 
there is more then meets the c- 
Dun Q&rach The graphic* are superb, 
some of the best yet to grace the 
Amstrad, but it is the atmosphere 
created Within the game thai makes it 
a real winner, you can almost tee* 
that you realty know the main char^ 
actors and it can be quite a disap- 
pointment to actually complete me 
game because you suffer a sense of 
fee* ftt withdrawing from the feuonal 
world that Gargoyle Games have 
creeled One bonus thai Dun Dsr&ch 
has over many conversions from 
other computers is that it differs from 
the Spectrum original. The Amsfrad 
version has a different solution, so in 
its own way thfe is an original game. 

Overall AMTIXf rating 93% 



ROLAND IN THE 
CAVES 

AMSOf T/HVDESCOMP 
F8 95 cuss 



The year it 2Jft4 AD and your 

time machiruj has just United on an 

alien planet Berng qf an 

natu-re you get out of vour ship To 

aaptera ihe new found world A-. 

as owning a time machine you are 

possessed of the capability to mutate 

into the alien beings' form and 

e Hplore unnoticed On the new planet 

the alien form happens to resemble a 

flea 

While exploring the planet you 
name across a mysterious looting 
hole Jumping over it you miscalcu- 
late and fall down ihe crevice into a 



AMI 



Cave. Using your pumping 

nmgsl work your way 
ugh the cave and resjuni 
to the surface but this is not easy Th? 
cuve happens to be inhabited bv a 
rather nasty flea eating Pterodactyl 
not to mention the odd flea flesh 
eating p), . 

«md m thm C«w |usl happens to 
be the Amstrad conversion of the 
Spectrum hit &u#ebvo rne ffen The 
graphics have been improved upon 
tremendously though the scrolling is 
e*tremety poor Getting to me top of 
the cave can be very enjoyable as 
well as taking a tat ol practice but 
once you hanv mastered the tech 
mque of timing ihe jumps and their 
strength the game loses much of its 
point Overall it is quite a nice game 
'i is a bit dated now but them 
isn't much to if 

Overall AMT1X ! rating- 47% 
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SULTAN'S MAZE 

AMSOf 7/G6M 
C895csss 



The sultan of Bagdhad r whilst on a 
state visit to England in the 14th cent 
ury> had Ihe misfortune to be set 
upon by a band of cuhhroai vaga 
bonds who sioffl ihe hn treeswe 
chest This chest contained his 
youngest daughter's dowry ol 6 
priceless rubies 

The Sutler* '% persona* champion 
chased me group of robbers into the 
Hampton Court mant Here he was 
enacted and savagely murdered 
During the fight the € rubies we r e 
dropped at various points m the 
mi». 

The harzardDus task before you n 
to enter rhe maxe m search of the 
jewels but you must avoid the ghost 
of the bonyouard who roams ihe 
me*e and km anyone who thee to 
retrieve ihem Fortunately he was noi 
a bright person and hn ghost hai 
retained this factor 

• en you have recovered the 
jewe ls you are given $ attempts *i 
guesting a magic spell which trans- 
ports you back m lime end to a great 
er wealth 

Sultan j u 4fr is just like those o4d 
30 majre games mat used to be all Ihe 
rage on the ZK81 Tne graph+c* are 
okay for this sort of game but may 
rather boring The sound is 
extremely poor and could be much 
better used. Though a raidy playable 
game, there can't be many people 
who would find it addictive for long 
Another poor, boring and dated 
game 



AMTlXt rating 27% 



HANDICAP GOLF 

Cfti 
f6.95cjss 




>i a hard game lo put on to a 
home computer, and sadly CflL'i 
version of this game 4s now a bit 
dated, having first appeared on the 
Spectrum a couple of years bat* 

Vou have the choice of whether lo 
pfay a full round of golf or pusi 9 holes 
Once the game begins you must 
choose the type of okiblo use and the 
direction in which to hit the golf ball 
This isn'i a bad s»muLation but it has 
very tittle appeal or addictive ojuaii 
ties to it Hmdvm Gott w.H only 
realty appeal to golf fanatics 

Overall AlvTTTX f rating : 38% 
AMT1X November 1 985 43 
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companies' budget efforts far 
outclassing this half hearted 
attempt, but even Master 
ironies own' Nice music 
though 



!a Yes it's fin&ffy here the 
*^y game that nobody wan 
.Z^J i&d on any other com 
Outer f would have thought thu f 
Mastertromc h&d foaml their 
iesson, but here tt $& anyway 
Having $atd that, this is a v*?ry 
different game to the one that 
CRASH reviewed a few months 
ego for the Spectrum The 
sound is completely different 
endtn feet for about five minutes 
t e¥en /iked tt but H was very 
repetitive and in the end t fumed 
the sound off The graphics ere 
very hfotfty and they do get a 
fittte muddted up wtth other 
things on the screen. GontrvNing 
your man is feirty easy once 
you've distinguished htm from 
the rest of the mess w&fkmg 
around the screens There are 
some disconcerting affects thai 
don't hefp pfayaotiffy like 
faiting from the bottom of the 
Cinema up to the top on the 
second screen 




Presentation SI % 

Standard packaging, but poor 
control and general game 
appearance dregs it down 

Graphics 41% 

^luddy. flickery and blocky . 

Sound 50% 

Great tune, shame about the FM. 

Payability 40% 
Poor [Oyst*ck control spoils a 
game that's immediately 
playable 

Addictive qualities 38% 
until you reach the 2nd 

•t**r that, lasimq Appeal 
fiilf 

Value for money 43% 

Feds to cut it. even ei the low 
puce. 

Overall 33% 

Not one of Mestertronic's better 
efforts, 



FRANK BRUNO'S 
BOXING 

ELITE 
f8 9Scsss 



The object of Frank Bruno's boxing is 
to defeat 8 boners in succession in 
■- to get the world heavyweioW 
title To defeat a boner you must teem 
their individual styles then you must 
knock thnm rkiwn three limes This is 
done by reducing the opponents 
fl*lM* in zero (by repealed hits when 
the punch power indicator reaches 
miKimum the nght hook or upper Cut 
can be used I but you must also dodge 



a body punch The right hook or 
upper cui, as mentioned, can only be 
used when the KO indicator is 
hashing. 

All eight opponents vary quits a bit 
in sue, meanness end lighting style* 
The first boner that you fight 
Canadian Crusher, is big and 
lumbering but because of this, he rs 
quite easy to defeat Fling Long Chop 
a small, fast and i master of Ihe 
martial arts, beware of hit teks 

j PunchfiTOJov, (rom the USSR. 
i* a fast dancing Russian who enjoys 
headbutting you. Tribal Trouble has a 
vicious temper md lands punches 
unnerving accuracy French* 
appeam to he suave and 
sophisticated but ha « ready to make 
you see start. Ravioli Marios* knows 
all the duly tricks and is Quite 




Frank Bruno's Boning 

the oihei outers hits Should your 
opponent knock you down three 
times then the game will end- 
When a bover is defeated you will 
be given an EVBA code lELrto v«jeo 
Boxing Association) This code 
enables you to access the next boxer, 
juii enier the code and start the B 
s*de of th« tape bui you mutt 
remember lo always use ihe same 
name. 

Ai Prank you have e variety of 
possible moves including Guard up 
Or down, Fetl or right punch, dodge 
left or nght. ngjht hook, upper cut and 
duck The type of punch that is used 
depends on whether your guard is up 
qr down, if your guard is up |fc*n you 
will deliver a punch id the head, if 
your guard is down then Prank wilt do 



prepared to use them Antipnodeen 
Andy is Australia's champ, he feels 
no pain Pete* Perfect rs the current 
world champ and. ss his name 
.suggests he is Ihe most neat and 
accurate boxer in history 

Elite hove transferred the arcade 
hit, Punch Out, bnftowrJry to the home 
computer Each of Ihe opponents 
have their own personalities, all 
brought out m the amusing and well 
animated graphics, which makes the 
game tHtrernety enjoyable frank 
Bruno's Bourn is instantly playable 
and very adoVtivu. the variety of 
boxers means there is plenty of scope 
for good fights Overall a ve*y good 
game that most people should enjoy 

Overall AMT1X1 rating: 87% 



SOFTWARE STAR 

ADOtCTtVE GAMES 
€7.36 cuss 



You have just bean made a manager 
m a new software firm Your brief 
from the directors is to raise tiD.WQ 
by the end of your ftrsi year in 
business but you also hive your own 
prrvsle ambiton — to become a 
Software Star 

To start off with you are given one 
finished game and you, as their star 
programmer, begin work on another 
program. Reviews play en important 
pawl in Software Sfarand your sales 
can either be high or low depending 
on ihe outcome of the reviews You 
must cooe with staff problems* 
advertising, summer slumps and 



public relations It is etr loo easy to get 
mio debt and either be declared 
bankrupt or tie sacked 

Software Si*r m although an 
amusing game to play, is also rather 
frustrating because it is very herd tu 
succeed even on beginner level, ri 
can also be very unrealistic at tunes 
if rt had been to is hsrrj to start off m 
the software industry its doubtful 
that there would have been one. Ah*?- 
all a fledgling company doesn 
around spending f1 T,Q0O on Over- 
heads (this does not include duplica- 
tion of tapes, wages or anything lika 
that) or 1 1 1,000 m salaries for one 
month On* lajfl moan Is how come it 
costs f 10,000 to launch a new game? 
once again this does not include 
eoVertismg or any other extras such 
as duplicating Mtiftonaire offers 
mora fun and game at the end of the 
day 

Overall AMTIX! raring: 52% 



BRA XX BLUFF 

AMSOfT/M/CftOMEGA 
C8.95cass 



Man has pr o g r e s sed far beyond th* 
limits of the aolar system and has 
begun to explore the unimaginably 
distant wor idt In the search f ■ 
sources and knowledge In 
system an mtergalectic 
cruiser stands at me ready m case oi 
an ernefgercy ft is manned by vo4 
unlearn of the Life corps You or* 
such a volunteer and ihe emergency 
at EkaxK Bluff will either mese you a 
hero or a memory 

The iiteshsp Vege t*ft sieMrsed 
orbit around the ptenet Proton m 
response to a distress can from the 
plan* below ftwee m emfee rs cH m 

exploratory teem kjfl their base m a 
rover and have fa*ajn prey to the 
energy hungry c r ea hi r at who ethattlt 
the world The creatures have been 
feeding on me energy banks in the 
rover which now bes stranded - 
out power ew occuparrls stowrry 
rty ing as Che Ills support systems latl 
Your'maseJon IS Simple — land 
(he rover and tetum to base m tuneio 
save the lives of the crew 

There am § stages to the game 
Should you land safety then you must 
proceed on foot towards the sound. 
but you haye to avoid ihe birds which 
are out to get you When you com 
plate this stage you discover the 
rover and it is your task to drive Ml as 
fast as you can down the road htart 
comes the the see skimming. Here 
the rover stays at fan speed to avoid 
Sinking bur the sea rs fuH of rocks 
which must be avoided at all costs A 
direction finder guides you by the 
pitch of a sound towards the base If 
you complete Hist stage then you 
arrive at the base and a new mission 
start! 

BfaMM Bluff has rather odd loo«jr>g 
but very smplistic graphics thai 
generate a reetmebia ropr»serw§- 
ticmuf 3D The Sound tsn't up to much 
but >l has a critical role m the game A 
playable entertainment that takat 
quite a bil of practice before yoi- 
gel anywhere. Araajz Stuff has the 
necessary qualities to bring you beck 
to play it again ft may look very 
simple but it works QU ite well 

Overall AMT1X! ratings: 71% 



DEFEND OR DIE 

ALUCATA 
£?M cass 



AAmoet everyone must be familiar 
wrth the -Defender" type of game so 
this one will need no introduction 
Defend or Ore 4 a true lo th* arcade 
copy of the video game that spawned 
a whole host of Super fast Shoot em 
ups. The graphics are atrnosi the 
same Bnd irw sound is very good 
(abscrlutety terrific when heerti 
through stereo speakers) The only 
btgdrawbackttthatlheganieisarjit 
sluggish compared to the arcade 
version, which might put seasoned 
arcade addicts oft but if yot> 
many other people, always found 
Defender a p* too hard (mainly due 
to its speedr then this shoutd be a 
welcome alternative On the whole 
rttr* is quite a good ^urm bu 
is such that if you are looking fer 
more depth then forg* 

Overall AMT1X' rating S9% 
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PSS have imported the whiifo 
pin hail game Macadam Bump&r 
from F range, dug out their 
French Long Word Dictionary 
and translated the instructions 

into English 

To celebrate the French 
Connection, the ever friendly 
Gary Mays of PSS is offering 
some retner nifty pin ball- related 
prize* in this AMTIK Comp (He'* 
already sorted out a real pinbaii 
I table for the winner of the 
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'design a pinbaii table' 
competition that lives on the 
Macadam Bump&r inlay card. J 

No less than five first prices of 
videos of the film Tommy are on 
offer -don't despair, you can 
have either VHS or BfcTA if you 
win - with five runner-up prizes 



of albums of the soundtrack. 
Furthermore 25 f5 00 vouchers 
redeemable against any PSS 
product purchased mat) order 
direct from their Coventry HO 
will im offered by way of 
consolation to those who don't 



get in the fop ten. 

The good news is. you don'i 
have to spend hours and hours 
in some greasy transport caff, 
polishing up your pin ball 
technique to enter this 
compe'itiofi. H*& not a High 
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Seofft Challenge or anything 
fwfcward like that Nqgq. Nice 
and straightforward, five 

?u«iioni to do with th-a fitm 
an? my which shouldn't be too 
erf a tic am strain So >r& 
goes my Tittle cabbages, on with 
m questions, mm braves 
and gal your solution % in to 
AMTIX PlNBALL. PO BOX 10, 
LUDLOW, SHROPSHIRE SY8 
i !DS by 14th Novembiftf, 



1J Where did Tommy find his 
nrvt pfnbpH machine? al In a caff 
ornheAl; b) in a pub; cHn a 
scrapyard; d} at the Youth 
Centre 

2) Whp played Tqmmy'i step 
father in the llfcn? a) Driver 
ReetJ; b) John Le Mesuner; c| 
Dinsdale Ungden; d) Michael 
Came 

The Who; bT Elton John; c) Dav* 
Clark; eNAdamFailh 

4J Wtio played truj lead char - 
»ct*f r Tommy? a i Robert 
Powell; b) Roger Oaltrey c] 
Keith Moon. d| Pete Towrisend 

5 J Tiebreaker: Where did the 
Baled Bean* come from? 



(Circa October 1985) 

Verily, let us say unto you, if you missed oul on 

the unique copy of AMTIXt issue Zero, then you 

hiisseo a Good Thing, because this rare rlem 

from the earliest known period of Amtixian 

culture, may soon be changing hand* tor ready 

money. As a welt respected collector of beau- 

liful objects, you will most certainly warn to get 

your paws on a pristine copy of AMTIX! issue 
ZERO, and lhatS where we come in, because ■* 

just so happens we have a few sitting a round 
I hat weren't distributed at the PCW Show and 
are still lying protectively wrapped agaimt the 

ravages of time in their embalmed windings, 

Don't be like those foots in the mid-sixties, w h* i 

threw oul their old Victorian loos because they 

leaked all over the new nylon carpet and so lost 

out on the early seventies craze for leaky 

Victorian loos to use as Jardinieres for Swiss 

Cheese plants. Send off today /or your 16 page 

collector's copy of AMTIX! issue Zero , ol hi* r\ 

you may not live to regret it. 

11 costetrt j mere 

50p 

Inclusive of Value Added Tax ui mo rate I r 

A 1 1 ies jnd pert ^nlagp , 

prcjlw t'v* 1 winding And pnvtajge- 




Rush mp (gently) my ageing copycat am I IX. t ^up/cm 
N^mt 1 .... 

Address 



, . . . . . . i^cpsicooe ■ . 

AMTIX! ANTIQUES OFFER, PO BOX 10, 

tUUlOW. SHROPSHIRE' SYH 1E>« 
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rankly I ,im surprised rhji n has laken IO 
long fur j company Co build J gamr around 
Thji universally admired J ime -hopping do- 
gooder Doctor W*o I suspect that get- 
ting a licence agreement out ot Auntie 
Beet* is a kit more diiht oil thin breaking 
nlo i he Tardis* Nevertheless, 
j »U *w *r have managed n, Doctor Who *n4 
some ot his chums (and non-thymsJ witl be 
appearing soon — in The Mme* * -p ft-rrtu 

It you ire an ex- patriate BBC Owner 
then you may remember Mtcfo-Po^wftf'* 
very popular game I mtk Queft. 
IcroMiniii was a feature ihat 
worked very well in r astfe- Quest, so well in 
mi r that they have used it again in this I 
game. All that it realty means is thai the 
television acts rather like a window over 
Ihe playing area, a* the Doctor i» moved id 
the screen edlge then the nest screen 
sc to IK into view: not Ihe moil soph 
died technique perhaps but it has been 
used to grea.1 effect in I his pmtf 

Now if Ihe good Doclor t\ ttu hero ol 
the game then you may already have some idea of what to 
expect, after all Doctor Who is noi some son of interstellar 
Rambr> dashing from planet to planet zapping everything and 
ewrybody in sight — certainly not We ate dealing with a 
gentleman super hero, on* who has proved time and time 
agam that brains can triumph over brawn. The Minef rtf Tewor 
<* a graphtt adventure, played arcade style You will have to 
pil your wits agamsi ihe fiendish enemy toy solving problems, 
cracking cedes and generally knowing fust when and wh 
to she k your son it screwdriver. 

The game is set on the second moon ot ftii,ar As you all 
know; tht* is the sort of place where, if the sign tm the 
in u- r galactic highway says, 'Next highway services 40 million 
light* years', vou check your fuel and deckle to chance run- 
ning qui rather than slop there. The Doctor goes !o the mown 
because someone has decided to build themselves a machine 
called a Chaos Weapon- take my word lor this >s a *ery 
unpleasant bit of machinery lo complete the weapon two 
items are required — a good supply of the mineral Healumii- 
of which Risifs second moon happens to have quite a bit . and 
the Doctor's brain WeH r? may already have occurred to you 
these evil plans can be thwvrttd ii the Doctor just keeps 
brain to himself Maybe, but that |usi isn'i his style, he 
doesn i hke the idea ol half completed Chaos Weapons and 
so decides to go in\ scarf flailing. 

Doctor VVtWs task is to penetrate the mine workings , 
whirh are guarded by all sorts o( electro trickery This 
vorves chun luring around the huge mine complex, tinding 
and using objects, disr ratting guards and working uui how to 
get into areas where he realty shouldn't be. Hh aim is to stop 
production of Heal unite, disable the aJI-importanl lime 
Instant Relay Unit and get hold of the plans to the weapon 
Now you might think I his an arduous mission, and you would 
be right. However, you are provided with some help. With 
the game comes your bne ling documents, a map of the mnn 
workings, a decoding device and a symbols decoding guide 
H vou get really VtlfCk early on in the game, vou might be 
tempted io open the envelope lor a due thai will gel you past 
ihe tirsi problem and boost your confidence no end — well 
for a while at least 

F r> 4 Terror will be available on cassette Irom thi- 

17th October at a cost of fMJS. Bui hrsl perhaps I should 
level wilh you and tell you just who you are up against Sti 
you can guess — why it s ihe dreaded dastardly Master. 



Pi 




The ffl**i I ' 
Um ikn nn with 
typtc^l rnratun- of 
scent m ism cynic - 

ismind trawrtrtpe 



(Okay, so we're not giving a free record away 
on the cover, otherwise you would recognise 
the above as the theme tune from DOCTOR 
WHO — wouldn't you . . )? 
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SCOOBY DOOBY DOO! 



ather than produce a * iraight arc ade adven- 
the team of program me r % wc » r k i ng on 
the pm* of the c jfioonScootoy-Oo dec id 
ed to Ify tor a very different ^mc — a. game 
in which you direct the action rather than 
pby in the more 111 p down, Ieh7 

right" mode*. From the very stari of the 
project* the plan was to produce a form of 
computer generated cartoon him, which 
starred the qui met of characters made 
famous in then adventure* on the TV 
screen Scewby-Do < ,ir toons all follow a 
imiljr storyline — the quartet of humane 
aided and abetted by the lovable, easily 
i red arid permanently hungry hound, 
hnd themselves investigating ghostly 
^Mn^^tHi in a spine- tingling local ion. 

While the artist* In flues Scooby 
Squad began studying videos of the cart- 
working out accurate Animations 
Irom freeze framed action, the program- 
mers set about developing a system which 
.■Mi wed them to compress data and com- 
bine screen* and animation sequences SO 
thai a cartoon film coukt be squeezed into a home computer. 

The pioi ^ * I *ped . Set i n h castle , Scr * 

f>>, the game, features the ghost- hunting chums — Scooby, 
Shaggy, Fred, Daphne and Velma. Shaggy* auniie owns the 
castle and h*i had spook trouble foi Mime lime ^he finally 
decides to leave her home forever when who should turn up. 
hut her nephew Shaggy and his friends Aut\Uv is jus| toft 
d> they arrive and the gang persuade her to lei them have ago 
at getting to the root of her haunt ings. 

Auntie agrees, and decides to go away but only lor a 
couple of days while they try lo sort thing* out lor her — if 
thev don | wort out what * going on in 48 hnurv however, 
she's leaving and never coming back. 

tssenttally, the game will feature seven or eight action 
sequences which are separated by descriptive scene* in 
which dim ne game interact by meeting and having a 

chat The whole game ii played against the Hock, and to 
complete it you will need to go through all the level* and 
unmask the spook' who ha* been trying to scare Auniie olf 
for so ton k 



So you thought you 
needed a laser disk 
system to run on 

interactive cartoon-based game? The Scooby 

Squad at Elite believe otherwise . . . we checked 

out progress on the Amstrad cartoon-action 

game which 

should be 

released 

this month 

Scwoy Urthm 
ddvn the rrnjac 

chute — time for 
you, thr player to 




In the action sequence* you will follow Scooby and 
Shaggy as ihev search the castle and need to help them solve 
(or avo#d> problems as they arise and generally guide them on 
Their way '.You drive the action in the game, acting rjlhef like a 
fifm diredor, taking decision* that at let t the NtGMM 
events . After each action sequence has been played through, 
the scene will i&fc to a descriptive section where you eaves- 
drop on conversation* and can pick up clues, tips and hint* 
which will help you solve the mystery. 

When we visiiecf the Scooby Squad they were confident 
that they had perfected the cartoon generating sy*rem Thai 
they would use to edit the screens into the finished game, and 
most of the design work on the individual screen* —or 'shots' 
— from the storyboard had been committed lo computer 
memory with the animation sequences, A few final detail* 
needed wi irking nui, and then She editing would begin for 
with this game c'fim ling system, assembling the final program 
\& rather like editing a film or videotape . The raw material is all 
there, as is the means to combine it into a sensible whole — 
ii | the skill ol the editor that accounts for the polish ol the 
finished product. 

In the beginning, there was the lent-onry adventure 
game. Then came the adventure game with graphic*, which 
developed into the arcade adventure. Elite could well lake a 
significant step forward and become known as the creators of 
the Cartoon Adventure Sfoofoy** a game to watch for 
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T nr c^iernhg scrrrrt 
of i hr fina attum 
*rqurnce A bed- 
ims in AuniirV 
cmmU- Sludgy » 
■inuring in his hrA 

whdf&Qflbv 
wumbets dfl i 
W*r N*rt* (hr 
pw-twrr — mi haunt- 
ed h* wsrt % hr rye* 
Irnd til ntnvi" &mS- 
dmly a irapdcra 
(>pcnsi hunulh 
Bq| ■ 'hv j rut l hr iCiir- 
ilril Ur iund is 4nkrn{ 
down a ntwe chutr 




These are maim pie screen* [Spectrum version) which Qfve • 
flavour ol the fun to come in Elite's cartoon adventure — 
th# atari of a nww genre? 
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HE EPIC SPACE ACTIO 
ADVENTURE TRILOGY - THE SIEGE OF EARTH 
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SPECTRUM 48K 
AMSTRAO 464 

£9.95 



GARGOYLE GAMES LTD.. 74 KING STREET. DUDLEY. WEST MIDLANDS DY2 8QB 
Telephone: (Sales) 0384 238777 (General! 0384 237222 
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In the early days of computer magazines, games playing tips 
were usually useful hints on how to achieve higher scores for 
those players less than familiar with arcade maoh tries The 
avid arcade player quickly sussed out the boards', and then 
went on to score massively, and H was these sorts of hints 
that were published- Then a few players noticed that rf you 
stuck In the extreme top left comer of a sheet on, say, 
Spectmm Lunar Jetman, you could kill the nasties without 
getting touched. A bug? 

Bug spotting to the benefit of the high scorer became an 
art form, Then Manic Miner and Jer Set rV/ffy added a new 
dimension — breaking into the program and, by entering 
POKES P altering the paramters of the game Within weeks, 
this new game within a game became the rage, Now it is 
quite accepted that many games players will want to 'alter' 
the way the game was originally programmed to be able to 
cheat — it's half the fun. As a result, playing tips have 
become more varied, complex and interesting, and so has 
my job. 

If you have never read CRASH then you won't know me, 
but I've been playing games and giving tips away on them in 
CRASH for more months than I care to mention I've also 
been playing games day and night on my Amstmd for the 
past three months, getting ready to present AMT1PS. 

As far as submitting tips goes ail you have to do is send in 
any useful information to the address printed at the end of 
the column and. if your tips are good enough, you may win 
one of the fabulous AMT1X ! T shirts whkh are being lovingly 
designed at this very moment by the art supremo Oliver 
Frey,. plus a game of your choice — all this for fust a couple of 
jottings on a scrap of paper 1 

I am in need of POKES so if you are a budding hacker get 
your fingers walking through someone else's code end send 
me the relevant program listings and you too could win a 
prize. 

Okay, that's enough of the intro blurb (I'm forced to write 
one of these type of things for each column) so without 
further ado feast your eyes on the pages of information that 
follow. 



PYJAMARAMA 

Thanks to Barry Jordan of 
Banbury any Wallies out 
there who are still stuck in 
Pywmaram^ rt Is now poss- 
ible to complete game with- 
out too much bother 

To get the key to wind the 
alarm dock and wake up 



Wally r you must go to the 
moon, the screen after the 
moon has a magnetic lock 
which you must break by 1 
getting the magnet. 1) Get 
the bucket and fill it with | 
water from the tap in the 
bathroom 
2\ Get the plant pot and the 



from Robin Candy 



bucket filled with water to 
the room that has the venus 
fly traps and the BP can. 
Trie fly traps are now tnv 
mobilized and you can col- 
lect the 8.P can, leaving the 
bucket of water 
3} Next, to fill the BP can 
collect the triangle key from 
the third floor, from the lift 
room. It should be near the 
rocket. Together with key 
and can go out of the first 
floor from the lift room and 
go out of the first door you 
come to walking right. The 
B P can is now filled with 
petrol from the fuel pump, 
4) On the moon there *r* 
aliens; the Only way to get 
past them is to have a laser 
gun full. Now this is hard! a) 
exchange the pound for the 
penny bfthe penny gets you 
into the toilet, cj get the 
hammer from the toilet, go 
to the lift room and 
exchange the hammer for 
the fire extinguisher, d} 
leave lift room via door 3. Go 
out of the newt room via door 
furthest right, climb the tea 
chests and go out of the 
window Now walk right 
and you will appear in a 
room with a still fire. The fire 
extinguisher lets you past 
the fire. Walk right past the 
fire and after you have fallen 
down, you must immediate- 
ly walk left and collect the 
square key. Walking left go 
out of this room or a huge 
ball will kill you With the 
square key you can now get 
into the snooker room - get 
the laser gun and exrt. e) 
now go into the lift room and 
make sure you have the 
triangle key and laser gun. 
Go out of the lift room via 




exit 1 Now walk out of the 
first door you come to when 
walking right You should 
now be in the room with the 
fuel pump Walk out of the 
door on the right and 
immediately jump onto the 
third tea chest and onto the 
table-Get the battery, and 
the laser gun should now be 
full f] leave the battery 
where you found ft and go 
through the down exit g] 
now, with the full laser gun 
and the full petrol can, go 
into the lift room and exit vU 
No 3 door You then get into 
the rocket and arrive at the 
moon The aliens rillow you 
to pass because you have a 
full laser gun and you can 
now get the key to wind up 
Wally s alarm clock but first 
you must have the magnet 
so follow these tips 

1} To get the scissors get 
the ignition keys then slide 
down the bannister to get 
the crash helmet When you 
have got the crash helmet 
get the library ticket and 
exchange this for the library 
book. The combination of 
the crash helmet and the 
library book will allow you to 
et the scissors 8 2) Well. 
Ily. with that done you 
now have to put the HELP 
button ON, which makes * 
tea chest appear in the room 
with the box key B 3IOK. 
Wally. you now nave to go to 
the room with the box key 
and balloon in it (making 
sure you've still go the sets 
sors) and touch the balloon 
(sometimes you have to go 
back round and put the HELP 
back ON) The balloon will 
take Wally up, to all you 
have to do now is jump 
along and get the box key.B 
4) Go to the kitchen and 
you can now swap the box 
key for the magnet B 5) 
Right now that you have 
done all that the rest is 
simple (?) Go to the moon. 
where you have previously 
left a Furl laser gun walk into 
the next room and jump at 
the magnetic lock and the 
bars guarding the clock key 
will disappear. Collect the 
clock key and make your 
way back to the clock avoid 
ing the various little nasties 
Touch the clock and you've 
completed the game 
{though you may not receive 
100%) 



I 
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Trouble In Store for Herbert 



Spectrum 48K £9.95 
Commodore 64 £9.95 
AmstradCPC 464 £9,95 





44 The Broadway. Bracknell, Bark*. 0344 427317 
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STARION 

These anagrams and pass- 
wards for St&ripn were sent 
in by Tim Dawson of Farn- 
ham Common He did sand 
in the entire solution but ft is 
too much to print all in one 
go. So over the next couple 
of months the rest of the sol- 
ution will be revealed. 



BLOCK 1 GRID 1 

AD 1858: TELEGRAM 



No 



message for the transatlantic 
cable 

AD 1905: RELATIVITY 
Einstein's special theory 
AO 1985: STARION - Be 
present at your birth 
AD 1980; RHODESIA - 
Vanishes into Zimbabwe 
AD 1893' ASPRIN - Herman 
Dresser's Headache cure 
AD 1897 DIAMOND - Vicky's 
celebration lacks sparkle 
AD 1957: EEC - Established 
by the treaty of Rome 
AD 1831: ELECTRICITY 
Faraday's dynamo output 
AD 0001: BIBLE • Book for 
lunar xmas on Apollo 8 
GRID PASSWORD RED- 
BREAST 



BLOCK 1 GRID 2 

AD 1588: ARMADA— Drake 
bowls out the Spanish 
AD 1815: WELLINGTON— 
Duke gets his feet muddy at 
Waterloo 

AD 0814: EGBERT- Name 
him king of all England 
AD 1883: KRAKATOA— Big 
bang breaks Indonesian toe 
AD 1776: SEAL— Endorse 
the Declaration of Independ- 
ence 

AO 1587: AXE— Get Mary 
ahead in Liz's chopping 
basket 

AD 1764: COAL— What's 
fuel for James' steam engine 
AD 1086: PREFACE— Begin 
the Domesday Book 
AO 1965: LEONOV— 
Weight less walker 
GRID PASSWORD: SPACE- 
WALK 

BLOCK 1 GRID 3 

AD 1924: HITLER— Author of 

Mein Kampf 
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AO 1783: BALLAST— Weigh 
the first balloon 
AD 1879: LAMP— Edison 
said Let there be light 
AD 1942: ATOM— Fermi's 
doing the splits 
AD 1547: IVAN— The Terr- 
ible Czar 

AD 1982: SPECTRUM— Sin- 
clair's colour baby 
AD 1901: S— Marconi's 
signal across the waves 
AD 1919: TREATY— Agree- 
ment in Versailles 
AD 1889: EIFFEL— He towers 
over the World Exhibition 
GRID PASSWORD: ESTAB- 
LISH 



BLOCK 1 GRID 4 
AD 1953: EVEREST- Hil- 
ary's lost his mountain 
AD 1789: CAKES— The 
revolting French are hungry 
AD 1840: PENNY— Buy the 
first black stamp 
AD 1983: AVON— Thrust 
two without Blake's engine 
AD 1986: HALLEY— Bill's 



comet 

BC 2222: UMBRELLA— 
Noah's getting wet 
AD 1S8i: RUBBER— Erase 
Dun lop's pneumatic tyre 
AD 1896: AERIAL— 

Marconi's washing his radio 
AD 1565: TOBACCO— John 
Hawkins is smoking 
GRID PASSWORD: PARA- 
CHUTE 

BLOCK 1 GRID 5 
AD 1885: PETROL— Karl 
Benz's car won't start 
BC 0219: ALPS— Hannibal's 
elephants are here 
AD 0982: ERIC— Red man 
finds green land 
AD 2001: ODYSSEY— A 
space 

AD 1949: NATO— An organ- 
ised treaty in the North 
Atlantic 

AD 1898: RADIUM— Curried 
discovery 

AD 1959: HAWAII— Grass 
skirts in the fiftieth state 
BC 0035: ASP— Bites 
Cleopatra in the milk y way 
AD 1895: GILLETTE— 
Invents the safety razor 
GRID PASSWORD: 

ORPHANAGE 



STARSTRIKE 

We all know what an 
absolute fab game Srarswke 
is but playing it is not always 
that easy. So thanks to Mr R 
Cope of Exeter for supplying 
me with these valuable tips 
which, after a bit of practice, 
should help you all to get 
way above the million mark 

Soace; 

In space on levels one and 
two only one ship fires at 
you at a time Look at the 
screens very carefully, most 
of the ships fly in a circular 
path. The best way of killing 
a ship is to follow the same 

Eath, blasting the plasma 
olts and following through 
by finally blasting the alien 
ship. The instant you destroy 
a ship another fires at you, so 
keep on the move On the 
higher levels more ships fire 
more often and some situ- 
ations are impossible to 
beat. If you momentarily 
clear the screen centre your 
gun marker because over a 
third of the ships appear 
from the centre. At the end 
of this screen one or two 
ships spiral out and go 
behind you. move your 
cursor to the far left or right 
and pick them off as they 
make their final pass. 

The Surface: 

Here things get tough!! On 
level one it is best to use the 
tip from last month's playing 
tips. It also works if you 
move hard left or hard right, 
this shows the incredible 
graphics at their best. Pick 
off the laser bunkers by 
diving On them and spraying 
an arc of fire, but don't hold 
the fire button down too 
long! When you've got the 
towers things are a bit differ- 
ent. If you clear all the tower 
tops you get 50000 points 
bonus plus what ever you 
get for hitting the tower 
tops. So it's worth using up 
some shields to get some 
extra points. After you have 
shot all the tower tops turn 
your attentions back to the 
bunkers. 

The TrMCfei 

This is where the main prob 
lems occur Usually the 
cursor self centres side to 
side, but up and down it 
normally lies in one of three 
positions, top, middle or 
bottom. So ft is possible to 
maintain your height and 
just concentrate on your side 
to side movements. In the 
later trenches rt gets tough 



and a joystick is essential 
Take a couple of games to 
learn how to get through 
certain catwalk formations. 
Don't move too violently, 
despite the collision detect- 
ion routines it does take too 
much movement to get 
through the side to side cat- 
walks 

Tilt End: 

First of all when the tactical 
appears let go of the joystick 
so your cursor self centres 
Then just move left to right 
to blow up the cubes and see 
one of the best graphical 
sequences ever 



EVERYONE'S A WALLT 



Somewhere up my sleeve 
(probably near the top) I've 
got the complete solution to 
this game but I don't want to 
spoil your fun so here are 
just a couple of tips to keep 
you going until next month 

To mend the fountain get 
the Monkey Nuts from the 
Bakers using Wilma Vou can 
now enter the Zoo. take the 
Monkey wrench from the 
Zoo and drop it somewhere 
convenient. Now find Dick 
the plumber and go Find the 
Plunger. Get the Monk ay 
wrench and take Dick to the 
fountain {making sure that 
he has got both the Wrench 
and the Plunger). Jump up 
on the fountain and jump at 
the statue on top, this 
should mend it. Once the 
fountain has been mended 
then get Wally, the empty 
bucket and the sand. Take 
Wally to the fountain and the 
bucket should fill up. Once 
this is done take Wally to the 
cement mixer and pick up 
the cement, find the Trowel 
With the Trowel and cement 

So to the location with the 
ricks in if, walk passed 
them and the wall should be 
built 



DRAGON TORC 

Read the fab review of this 
game yet? If you haven't 
then go and read it now and 
drool over those ratings For 
any of you that have already 
bought this game (and if you 
haven't why not? I here are a 
couple of advanced tips from 
the Hewson Consultants' 
supremo himself Andrew 
Hewson to get people start- 
ed in the game. Over the 
next few months I will be 
revealing the solution to the 
game bit by bit so if the 



i 
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proW#ms are just to hard to 
solve then watch this space. 
You must befriend the 
Erves H you want to have a 
hope of competing the 
game. On the first Level find a 
Bow and Arrow" and using 
the Servant ape 1 1 give it to 
one of the elves t you should 
receive a Sickle for Scythe if 
you prefer) in return, With 
the sickle cut down the herb 
in one of the location*, this 
should give you an Energise 
spell Under a slab in the first 
level there should be a jewel 
trade this with an elf to get a 
message which gives a due 
to what you have to do later 
on in the game. Also on the 
first level there is a missile 
spell In the pool this is useful 
in the tost vaults. Take the 
message to the other stone 
slab on the first level using 
the servant spell and this 
should open up a passage- 
way down to the next level, 
the Lost Vaults. To get out of 
the Lost Vaults you must col- 
lect the letters X, I and T 
place these on top of the let- 
ter E so as to spell EXIT and 
that takes you to another 
level. 



ROCKY HORROR SHOW 

The Amstrad version of this 

Is probably the 



FRANK BRUNO'S BOXING 



Andy Lowe of Stoke On 
Trent was the first person to 
! officially complete E/it$'$ 
' boxing blockbuster, Here he 
supplies hints on defeating 
boxers and their codes just 
in case you need any help 

CUUDUNOKISira 

The first boxer is very easy to 
beat just alternate between 
body and head punches and 
you should have him beaten 
in no time at all. 



CODE MM7IOF49B name 
used AND 

He is the first boxer who 
uses a speciality move. 
Whenever a boxer attempts 
1 one always duck (Fling 
Long's speciality is a high 
kickT To defeat him just 
punch left then dodge left, 
punch right then dodge right 
and so on. With a bit of 

Eraciice he is very easy to 
eat. 

JWDM PUHCHEflEDOV 

CODE B7XIOOL05 name 
used AND 

Andra's special move is a 
head butt, this is probably 
the hardest move of all the 



available moves to dodge. 
The best method to use to 
beat him is to punch right 
then duck. Repeat this 

Erocess until you have 
nocked him to the ground 3 
times. 

TRIBAL TROUBLE 

CODE FK5INOA07 name 
used AND 

As soon as Tribal crouches 
then duck or you will be 
flattened The best way to 
defeat hirn is to alternate 
between fight body and 
head punches. 

CODE CE9IN9817 name used 
AND 

Watch out for Frenches 
spinning fist punches, when 
the fist Stops spinning then 
duck fast. To get the punches 
in lure French ie into putting 
his guard down by a quick 
right body punch and then 
get as many blows in to his 
head as possible, 

MINUIUHOSt 

CODE IHCIN96AB name used 
AND 

Ravioli is probably the 
toughest boxer of the eight, 
it takes a lot of practice 
before you can defeat him. 



The best tactics to use are to 
punch alternatively to the 
head and then dodge. When 
Ravioli tries his speciality 
then dodge and try to get a ! 
right head punch rn 

JUTOPQKANANDT 

CODE MLGION4B6 name 
used AND 

He is probably one of the 
easiest boners to overcome 
Just keep throwing in those 
right head punches (not for- 
getting to duck is speciality! 
and arter a while you 
win 



PETER PERFECT 

CODE BFAINN2L5 name; 
used AND 

Pete hasn't got a speciality; 
but he is so good that he 
doesn't really need onefj 
When Pete's guard is up then I 
lure it down in the same way 
used to defeat French ie but: 
Pete will rarely fet your fCQJ 

Kunches land home. To hit 
im with a KO punch (should ! 
you be fortunate to get as far 
as that} hit him with a body 
blow and then use the Ku 
punch. 

To see the final effect enter 
the code CGAINA5CA and 
use the name AND 



Out Of the three conversions 
and thanks to Martin Stokes 
of Solihull who sent in these 
tips to help you complete the 
game, Has anyone seen the 
CBM version? ft is enough to 
make you feel sorry for 
them. 

Around the house you will 
find many keys, these keys 
Open any door. Also you will 
find small flashing brick-like 
things which are parts of the 
De-Medusa machine. With 
one of these bricks go to the 
room wrth a big curtain in Ft 
snd walk up to the curtain. 
The curtain wifl now rise and 
reveal the De-Medusa 
machine and your friend. 
Race the part you have coll- 
ected onto the De-Medusa 
machine and then go and 
look for another piece. 

Whenever the temperat- 
ure gauge reaches 0, Eddie 
th* mad biker thaws out and 
to race around the 
and occasionally 
kn ocks you down. The way 
to remedy this is to get to the 
freezer room and press the 
flashing box. The only prob- 
lem rs getting there, Go to 
the top floor and into the 
room with the energy Now 
cffmb up the ladder and 
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press the button at the top — 
you will have to pass the 
energy beam quickly while it 
is switched off otherwise 
you will be killed. Go left 
through Frank n F Furter's 
laboratory and then through 
the neirt room as well. You 
will then be in the freezer 
room. A quick way to escape 
from here is to go back into 
the next room and press the 
button that says 'Don't Press 
this' twice — this will trans- 
port you back to a room on 
the ground floor 

When you bump into char- 
acters they will say lines 
from the film but other than 
that they rarely harm you, 
but sometimes they take 
your clothes which you will 
get back when you collect 
the object that looks like a 
brain. Beware of the butler; 
Riff Raff, because he fires 
lasers at you when you are 
on screen. 



DUN DARACH 

These tips were compiled 
with the help of Michael 
Mitchell, Gary Macintosh 
both of Morayshire. Keith 
Walker of Birmingham, 



Kevin Pent on of Horningk>w< 
Craig Rogers of Hayes and 
myself. They follow on 
from the first few snippets of 
information given away in 
issue so if you don't have a 
copy of that it is possible to 
order one through the back 
numbers service. 

Buy a Mole skin from the 
skinner and give this to Bren 
in return for a map Now 
earn enough money to buy 
the Platinum and give this to 
Bren tor another map and 
the message Galacia is far'. 
Give this map to Ryde in ret- 
urn for the shield Be I in us 
Take this to the Hail Belinus 
room and drop on the table 
in there in return for a clue 

To gain as much money as 
you wish go to the gambling 
nouses in lomain, Now drop 
all your money on table B 
and press 6 to return to the 
menu. Save the game then 
return back to where you 
were. Keep gambling and 
saving the game when you 
win and reloading a saved 
game when you lose This 
way you can easily build up 
enough money to purchase 
anything you want. 

To speed up the interest 
rate, bank some of your 



money and then carry out 
some of the other tips while 
it is day {signified by the 
torches being out) — press 6 
and then 1 Tn is wi 1 1 take you 
to the menu and then back 
into the game. When you re- 
enter the game the torches 
will flicker on and you will 
i collect interest for the whole 
day Using this method it is 
possible to get your 1% 
interest twice a day. 



That seems to be all the 
information that I'm giving 
away this month so watch 
out for the ne Kt issue which 
promises to be even bigger! 
As you may have gathered 1 
we are rather keen on map^ 
so send any ones you've got 
along with your tips to the 
address below 
ROBM UHDT. JWflPS. P0 BOX 
tO. LUDLOW. SHROPSHIRE. 5T| 
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Disc owners 
Special Offer. 
All 3 games for 



only £12.95 
on compact 
diskette 

COMROTBLE WITH CPC664 & CPC6128 MACHINES ^ 



[ Hmm supply me Dopplcganger D Defend or Die D Super Sam □ Triple Pack Disc D 
| lmdo» a etieqiie/TO* for E T Signature 



large my Access/Visa * account to the sym pi EL 



A/cNo, 



j ' M eneques made payabte to AJhgata Software Ltd J Allow 75p tor Post and packaging 
Nan* Address 



Posi Code 



Tel: 



Allots Software Limited. 1 Ortnge Street. ShetfWd SI 40W. Tel: (0742) 7S5796 

Send SAE. (or Brochure -Poster* - fpecify Amjfrad 
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i WORLD 



CUP 








h 



Meet Ray Clemence 
and Tour The Spurs' Ground 
Win Fifty Copies of This Footy Package 

So you think you know a bit about football, eh? 
Reckon you could manage World Cup-Winning 

squad? Well, McMillan can offer you the chance 

and it beats running around in the mud! 



WORLD CUP SOCCER, the latest release from 
McMillan, comes complete with a thirty two page 
book which gives you tips and hints about football 
play and training. It's a mine of useful information on 
the game's history and development, 

On cassette, there are two programs. World Cup 
Manager puts you in the hot seat — you have to 
choose your country and your players arid then go for 
the Cup using a combination of strategic and arcade 
skills. World Cup Factfiie puts stacks of information on 
the history of the Cup at your fingertips and features a 
one or two player quiz to test your knowledge. 



Ray Clemence, Tottenham's Goalie, introduces the 
book — an d wi 1 1 i n traduce t h e wi nn ers of t h is co mpet- 
jtion to the behind the scenes action at a Spurs home 
match! To enter the compo all you have to do is dem- 
onstrate you in-depth knowledge of football , . . 



We've taken ten questions from the Factfiie Quiz 
and if you fancy winning one of the fifty copies of the 
World Cup Soccer package that are up for grabs, or 
indeed one of the two VIP tickets to a Tottenham 
Game — get your thinking caps on! Well be making 
the draw on 14th November, so get those entries in to 

An/mx footy amp, po box io r 

LUDLOW, SHROPSHIRE SY8 tDB 



The Questions 

1 ) Who won the World Cup in 1970? a) England, b) 
Brazil, c} Uruguay, d ) Haiti, e] Columbia? 

21 Who won the World Cup in 1382? a) Cameroon, b) 
Peru, c) Belgium, d) East Germany, e) Italy 

3) In which city was the 1382 final played a) Mexico 
City, b) Madrid, c) Paris, d) Munich, e) Buenos Aires 

4) In which city was the 1970 final played a) Mexico, b) 
Paris, c) Madrid, d) Munich, e) Rome 

5) Which country hosted the 1974 World Cup a) West 
Germany, b) Columbia, c) Argentina, d) USA, e) Spain 

6) Which country hosted the 1978 World Cup a) 
Argentina, b) Cameroon*, e) Iran, d) Zaire, m\ Rumania 

7) Who came second in 1970 a} West Germany, b] 
Australia, c) Turkey, d) Cuba, e) Italy 

8) Who came second in 1982 a) West Germany, b) 
Kuwait, c) El Salvador, d) Cuba, e) Portugal 

9) Who came third in 1974 a) Iran, b) El Salvador, c) 
Poland, d) Uruguay, e) Scotland 

10) Who came third in 1 978 a) East Germany, b)ltaly, c) 
Germany, d) Honduras, el Brazil 
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PimiNG IT ALL ON DISK 

Now that having a d isle drive and an Amstrad connect- 
ed to one another is no longer a rarity, a number of 
packages have appeared for transferring your tape 
programs to disk. Two such utilities have reached 
AMT1X! Towers, and in between drinking tea made lor 
him by the people who realty do the work around here, 
GARY LIDDON put Discovery ham Siren Software and 
Transmat from Pride Utilities to the tast. 



The fundamental aim of both 
packages is to transfer software 
from the relatively sluggish 
datscorder onto disfc They're 
certainty a useful tool for pirates 
and l might as well say now that 
neither AMT1X 1 nor myself con- 
done piracy. Anyway with that 
I irtie statement out of the way i 
can now begin 

The two QW&aym perform 
similar functions in similar 
ways Each reads a block of tape 
and saves, bfock at a lime, onto 
disk. Both are intelligent m their 
capability to save out only with 
legal filenames, converting 
those on tape that would cause 
problems into something a brt 
more palatable for Amnios 



Tn§n$tnat from Pritie Utilities 
offers aim i la r capabil rt ies. 
Inslead of a menu an environ- 
ment is set up looking similar to 
CP/M To transfer programs to 
disk you use the command 
TRANS1 TRANS performs 
exactly the same task as Otsc 
Ovtf/y's option 1- Typing TRANS 
1 sets up the program ready to 
receive one file ol tape to trans 
ter to disk, rf you don't know how 
many files make up the program 
you want to transfer, then 
TRANS keeps on copy i ng u nti I 
you press ESCAPE As with 
Discovery, Transmat allows you 
to choose your own filenernes 
and add a relocator program 
and you have to decide ori these 




Discovery from Sireri ^present- 
ed via a menu system. There are 
four options — Tape to Disk, Full 
Catalogue, Catalogue and 
CP/M Tape to disk is fairly self 
explanatory, the program giving 
prompts along the way There 
are two modes for transfer prog- 
rams wrth r Auto or Manual In 
Auto mode the computer supp 
lies tts own disk compatible rile- 
names and add a relocator to 
any program trying to write over 
the extra memory stolen by 
Amtdos In Manual mode you 
are given the option of whether 
you want a relocator added and 
you may atso supply your own 
file names White the program is 
transferi ng r Orjcoverv keeps 
you informed about file lengths 
and execution addresses. 

The full Catalogue option 
displays a directory of the drive 
you're working on. giving infor- 
mation on the file type, where 
the- program sfts in memory and 
the execution address. The 
Catalogue function simply 
dumps a normal directory to 
screen CP/M is the same as cpm 
m BASK: and puts you into the 
CP/M environment as long as 
the system trades are present. 
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as the programs road Sirrularty, 
there is an auto mode but it does 
not relocate programs auto- 
matically 

Thp INFO command p ives aft 
informative directory of the disk 
Regrettably, unlike Discovery. 
the execution address is left out 
although you can direct the 
readings to a printer. Other 
commands have been included 
for disk handling and are quiv- 
useful; though nothing new »s 
included as they're all accessible 
from BASIC Funnily enough 
both packages include instruc- 
tions for transfer i ng a lew old 
games, showing how to solve 
problems you may come across. 

One minor detraction with 
Transmit is its inability to work 
with some extension ROMs 
added. When I first tried to run 
the utility, an error message 
appeared After unplugging 
Some ROMs the program soon 
worked- A nice feature, how 
ever, is Tramrnafs wilNngess to 
allow you to make a copy to disk. 
Wit h Dfscovery you F re stuck 
with a tape version, both prog- 
rams refusing to transfer <i 

A serious drawback common 
to both utilities is the amount of 



programs they can't transfer. 
Several new loading systems 
are totally obTivi ou s to any 
attempt to make a disk backup 
These are usually of the last 
loader type. More and more 
companies are using fast load 
Systems to try and defeat the 
pirate, but m so doing, they ere 
also slopping the honest user 
from making disk back ups. 
Despite this sour note, the 
majority of programs can be 
transferred, since most of them 
use Amstrad's built in tape 
formal. 

Alt in all two very good util 
hies, both achieving what they 
set out to do Both transfer the 
same sons of files and offer 
similar functions but P of the two I 
found DtscovGry just a bit easier 
to use. Art added plus that 
comes with it ts the problem 



FILE 
MANAGER 



'I 



No Man's Land, £12 95 
tass 

This is an unusual piece of soft 
ware for two reasons: firstly it's 
from a French software publ- 
isher, No Man's Land , They used 
to specialise in Oric software, 
but have since moved on to 
better thmgs. The second fea- 
ture of this data base is the way it 
is laid out . Most of the important 
commands are given via icons at 
the top of the screen. They, in 
turn cause further options or 
prompts to be printed in a 
window on the left. 

After loading you are presan 
ted with the main display. On the 
top line there are a number of 
icons that allow the user to 
select such operations as sort, 

arpe, copy and stop The win- 
ow on the left hand side is used 
for writing prompis anr} options. 
When the program hag loaded 
you have to answer the question 
t h at a ppea rs i n the bottom of the 
window so the program knows rf 
it can use a printer or not. 

To start using the program 
you need to select one of the 
icons using the cursor keys, 
each of the icons flash in turn as 
you move qv&t it. To open a new 
rile you must select the key 
symbol After pressing Return, a 
message scrolls up on Che 
prompts window asking if you 
want to open a new file or load 
one from tape. Your decision 
dictates which option list scrolls 
up next. 

A file can have a name of up to 
35 characters long, that's almost 
a hie in its own right Once 
named, the nesct task is to design 
the layout Select the items icon 



sheet Siren are compiling for 
transferring problem programs, 
Transmit is still very good but 
lis pre se nt ation ( ust takes the 
edge off it. In terms of costing 
there's no difference, both 
weighing m at very similar 
prices No disk user with any 
sort of cassette software library 
should really be without either 
one or the other 



Siren Software, M [ 
Street, Manchester Ml] 
Tel 061 796 6874 

DISCOVERY (7 95 case, £11.96 
disk (for 4&4/S&4/ei2B) 

Pride Utilrt let , 7 Charlton 
Heights, Luton, Bed* LU4 9UF 
Tel: OSK? 4l1Ma O tOam ontyj 
TRANSMAT 17 95 cats, Ell f5 
disk (for 464 /664/&12A) 




and press return. A large bo* 
that occupies most of the screen 
then fills up with e list o f 
twenty available fields A field is 
a heading for each section of | 
information that you want to | 
store within one Of the records. 
For example, a phone list file will 
consist of a series of records, 
one for each person Each 
record will be made up of fields 

ferhana called NAME. STREET 
OWN and PHONE NUMBER 
The window on the left explains 
how to name each field, and as 
you do so, the information that 
you type in is shown on the 
bottom line and then transferred 
to the main window alongside 
the field number when you 
press Return. In each Field a 
name can be up to 20 characters 
lono. 

When you have finished nam- 
ing each field you return to the 
mein menu and select the TYPE 
option This allows you to enter 
the data to be held on each field 
If field number one is to contain 
the name of a person then you 
must put 1 as the first character 
in the data entry hne To make 
the data entry a little easier on 
the fingers, the function keys 
have been prog ram mod to place 
a number followed by a space 
on the bottom line, ready few you 
to enter the data. There is an 
option accessed via the camera 
icon that allows you to duplicate 
records that are similar to one 
another Once you have const* 
ructed your file, the next ©per 
ation is to save it out lo tape — 
once or twice. 

Fiie Manager allows for soma 
fairly comprehensive search 
and sort facilities- The simple 
search allows you to search a Me 
for the occurence of a word, or 
series of tetters withm a word If 
you looked for the word r GAS" 
then every record containing 
those three letters is announced 
You can of course confine the 
search to whole words only rf 
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you know the number of the 
'ecof d that you want to examine 
rh«ri you can call far it by enter- 
ing its number The final search 
opiKin Allows you to search a file 
according to a number of ert 
len'a. Your could, for example, 
look through a file for a person 
tilled Evans who lived in 
Durham 

Records can be changed by 
going from search to modify, 
The instructions for using the 
modify section appear in tha 
window on the left. Again a 



number of possibilities are off- 
ered — after selecting the record 
you can edit the field Oy enter < ng 
its field number. New fields can 
be inserted and old unwanted 
ones deleted. 

The way This package is pres- 
ented is realty quite novel) The 
icons are used well but please 
don't even begin to think that we 
are dealing with a GEM type 
system, its a long way short of 
that. The general layout of the 
screen is good. The windows 



work very well, they keep the 
display uncluttered white at the 
same lime providing in forme 
lion ThriJ hfllps those users who 
do not actually use the program 
frequently and so are prone to 
forget how to operale it. Some 
of tne prompts presented in the 
window can be a little confusing 
but a quick reference to the 
documentation should put you 
straight The capacity of the 
database is not, by any means, 
fa roe. Each record can only hold 
240 characters. The program 
does not allow you to use any 
character within a field, com- 
mas, for example, encourage 
the uniquitou* message Redo 
from start 7*. The search com 
mands are very comprehensive 
but their biggest advantage is 
their ease of use. Tha sort facility 
is easy to use but nowhere 
nearly as useful, not only does it 
lack speed but it also lacks Hex 
ibility While you ere able to sort 
records based on two criteria, 
numeric and alphabetic, you 
have no choice in the direction 
of the sort; one should be able to 



select an alphabetic sort in 
reverse order for example. The 
last problem with the sort is that 
you are unable to save a file m a 
sorted stale, if you want to took 
at the contents again, some 
other time, you must perform 
that sort again. 

On the whole I would say that 
this package would be ideal for 
the simpler tasks, perhaps keep 
ino a file of a record or books 
collection together with such 
details at the artist or author 
The layout makes it eaty to use 
except that the program could 
have prompted for the mptii 
data by printing the name of the 
field, rather than expecting the 
user to have to type in the field 
number every time. On the 
whole the program lacks real 
power But. to be fair, very few 
people would even consider a 
tape based system lor serious 
work But if you are bound by 
tapes and your demands are not 
too great then this program is 
quite good value for money 
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THE CHARGE OF THE 
LIGHT PEN BRIGADE 

In the days of the ikons and mice the lightpen seems to be as II 

much in vogue as a slide ruler, and yet no less than four 1 1 

different companies are trying to lure Amstrad users to a II 

purchase. Will the moths be attracted by the bright glow of I 



AH programs operate on a lightpen menu option print i pie 



iL a Jarilsjf nan? Certainly the cost of a lightpen is less thjn Ail programs operate on a lightpen menu option on 

III" ll^nip"!!; hjH of aov enisling mouse, out is il a viable which mean is pointing I he lightpen to a m *lec turn bout on the 

alternative? hghtpens do nol otfer an and pressiou the designated inj^gpr key <The Aimlrad 1 P- 1 I 



Irifijiers 



j< teplahlt- level o1 prei Ision Un pivl J* ( urate fri-ehand drawing in .lurciifttfh ■" 

fac I of the trior lightpen* nevie^^ lighlpens letted are able lo portion the cursor on a totally dart 



pjii ' l'jjj ' ;%lJi/i!,^ !' ^: l i Til | 'i >, ; 



lot j lion thanks to it* optMral fibre system. which guarantees a more 
unidirectional reception of the electron light beam on the screen. 
Although iniuallv iniriguing, ihe use of the lightpen as a cursor 
positioning device becomes tedious 4s H in ergonomit aflv a disaster 
having to work over a period of time on a vcrtiral luminous lurvni 
glass screen positioned af a distance behind the keyboard, which 
usually also denies the vieadvtng support oi an jrfjsi's elt*>w And 
yet with the lack of an affaftWM mouse, the lightpen only ha* to vie 
with Ihe dreaded cursor keys, and given thai the lightpen drawing 
utility provides reasonable support for line, rectangle, circle and 
other useful geometrical shapes and iunrfioni, the below -par 
i reehand facility is soon forgotten , . . 



electron beam of the monitor. The exception is the Amstrad I P- 1 , 
which works with a software generated bright white sea re h band 
running across the screen from left io right .n the height of the 
fight pen position and therelore provides the Itghfpen with » caaMy 
detectable light source. Although this kills the dark area reading 
problem, n creates such a tedious delay rrut frustration can sei m 
when drawing or banding lines The other hghtpens require working 
with lighter shades of paper colour which can be altered after the 
drawing has been sel 

All the programs allow the user to accurately reposition the 
cursor set by Ihe lightpen with the cursor key* — a my it for pine! 
accurate operation . 



FRANCO FREY Is the sort of person who 
fakes safety pins apart to see how they 
work , but today, he turns his attention to 
four llghtpens * . . 
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AMSTRAD LIGHTPEN 1P-1 



COST: £19.95 cm 

PACKAGE: Lightpen with in 
buiM light sensor cable with 9- 
pin connector which plugs 

info |oy suck pert, graphics pack- 
age provided on cassette, 12- 
pa(j<? leaflet with user instruc 
lions Light pen does not require 

hardware interface, 

PROGRAM STRUCTURE 2 

Opening menu with four opt- 
ions, Screen instructions, 
icreen designer mode 0(16 
pens f, screen designer mode 1 
(4 pens! and NIM game. Screen 
designer contains two drawing 
function main menus 

CURSOR POSITIONING TECH- 
NIQUE: Pressing space bar a 
band appears at the height of the 
iightpen position and moves 
across th# screen until it meets 
qhtsensor 

CALIBRATION: None. 



FUNCTIONS? 

HI: ihJu.W pOl'lKin.nfl of tWO diagonal 

r***f*n£* poinbi 

PW£: pf*mp*i for centra, and eirewTif- 



6VT: cop*** araa Ifoelangl* ahaps) of 

icfawloanrjtharpoMiari Raquiraa d*Pir> 

ing ol diagonal* ol copy a? *i and locating 

pf naMrpoaitKon Th* copy ansa cannol *» 

rV aggad to MW PfMftiOfl. M <t oopted after 

COfrtfTntTOOfif ■ 

Mfl.FMtafc a*t»tn* magnifxahDn 1#ctor 

for the copy function 

IVSMB: l lea ri in* acr**n 10 lh* eurranl 

WV colour 

MPS: Mtt the pap* f colour on a nvw 



8 



aTrenwpornf 
IMS WW r 



Dram whil* holdrftg rtfcwn |h* 



ipacabar 



WP1 *vco»VV« drawing of lint j 
Ml: prowdef line driwiflfl from fined 
ftffff 0OJ pO*nt 

HHe *eoutr*jj ih* ihj cot n*/ pOJnta 

p oa rt i O fifrig 

1ft: aitowt m»n »on of l**t on tcreoti #t 

da*jt*d kKKkm Only no*m*l homontai 

'*«3i^q *axt en«r«dfor. 



: joomi m Oh en «re* ol ma icratn 

dfiSKpnatBO fry 4 f acting la W#WCh hU to DC 

potlOOnBd withltH! I^hipan THe«wm 
f ftCtDC COTtCrt D* altar *d. Th |i funcTHSfi 
allowi accurate pbial work Id be earned 

QUI 

NffiB: p/ ovklai «: r«n dumpe Hi ttl* 
Amazed OMP-1 pr inr*r Otfwr pntnera ere 
nnr t elered far 
lOTE:tolap*i»i djtk 

WB: fr om tap* or chi* 

VTIMl fr1iirn5rotrii*0Q«niriqm«fHi 

DISK OFTIONi The program 
can be converted 10 disk 
operation. 

PROGRAMMING APPLIC- 
ATION! No instructions provid- 
ed except location of load and 
save routines for screens. Sub- 
routines may be Irfted from 
Basic listing. 

FOR: 

• Low cost 

• Dark area positioning thanks 
10 travelling band 

AGAINST: 

• Tedious travelling band 
routine creates delays and ruins 
the drawing fun 

• Limited amount of special 
drawing functions 



DART ELECTRONICS LIGHTPEN 



COST: 09.M cm 



Light pen interface 
connects to expansion port The 
monitor to computer connection 

'ercepied by the interface - 
the monitor DIN pkjg connects 
to interface socket and the inter- 
face DIN plug makps the final 
connection to the computer. A 
sens-invity control a I tows adjust 
merit for green screen monitors 
The light pen is permanently 
connected to the interface vie an 
optical cabla Graphics package 
provided on cassette together 
witfi ■ six page leaflet for 
instructions. 

PROGRAM STftUCfUflEt One 

menu screen called up via M 
key Escape To return to drawing 
Apart from selecting major 
options via Iightpen, functions 
are activated with dedicated 
keys' D for draw, P for plot. F for 
fill, U for unfilL E for elastic line, 
box or circle. DEL for erasing 
ares around the cursor, B for 
border colour selection and shift 
combined with CLfl for clearing 
rhe screen. 



CURSOR POSITIONING: 

Cursor point appears on screen 
area pointed to by Iightpen. 
Elastic lineSn boxes and circles 
are displayed prior to commit- 
ment. Text and sprites may be 
dragged across the screen for 
placement 

GAUBffATtON: The position of 
the cursor pixel relative to the 
pen can be adjusted at any time 
via the cursor keys. Sensitivity 
control on interface provides 
adjustment for use with green 
screen monitor, 

FUNCTION!; 

mCCTlCNEEl HK: mod* ft 1 and I 
attftt nBfc up to t & (depending on wWctid 
moo» pMiftt wfcpch CM bv Ml«d with *nn^ erf 



tfilCTUK Tiff" diHerflni frrinh *idihn 
i^rivufl artrl mull mtfmct p*n 

taECt eiAtnt im. tuitiic ma, bo^ & 

'•r All rhrt«CunctterapmvM»*l*«iic 
in.pl ■¥ pr W jejDOW nitffnwH 
UlEAiie tODH: hj tr>4 tnxn l«p* &r 

HIT MKmMB: up 10 * nrnumum ot 16 



cha r»cler* may be *nl*r«j Ml m lim* and 

dragged around Tha icr*Ffi for pL«t*m«n1 
Pp«sai«fl f N'TCT wi II copy ih*m onio th« 
■cr w fi i M wk xj th« cirtf lav to b* dr aqcjtfd 

upon i*lvcl 101 tha ipr J*i t. real p 
lcreeri 11 d^ipkayad . Praaamg P*oii P*aa* 
ioq DEL uncrionpiiKtla P*m maf b* 
chirboMby placing M gtit p *n nairttfl pan 
rn*mt>*# Ctfl d««n th* apHfi #"•♦• ISC 

■bOlta 111* tteaii&ri *rtd €NTf R rfTlurn* hi 

Th* drawing scr**n wiin- Itw ipnl* Tha 
ipf iTa maybf dragped acroai th* K/Hfi 
area and copied * *p*at*dfv E icapc to 
fajurn to oormaJ drawing moria 
WIRT! tfi*pi*v* d»* cataJop 

DISK OPTION: Screens may be 
stored on disk. 

PROGRAMMING 
APPU CATION z Instructions 
provided for s-y location end 
screen hand ting without 
resident Fightpen software. 



FOR: 

• Excellent pen positioning 
accuracy 

• Best freehand drawing rnyfci 

• Superb cursor calibration 

• Handy elastic line, box and 
circle facility 

• Good sprite function for 
texture filling or local copy worfc 

AGAINST: 

• Optical fibre gets tangled at 
the rear of the computer due to 
bad positioning 

• Interface shape causes 
insufficient inaertkm into 
expansion slot on CPC«4 

• No magnification or rooming 

• Limited drawing functions 



DKTRONICS GRAPHICS LIGHTPEN 



COST: £24,93 cats 

PACKAGE! The Iightpen 
i nterf ace p tugs i nto the di sk port. 
If required the disk drive 
interface can be connected via 
the extension connector The 
Iightpen plugs into the interface 
jack socket. The graphics 
package is provided on cassette 
and a 32 page manual 
accompanies the hard- and 
software, 

CURSOR POSITIONING 
TECHNIQUE: The program dis- 
plays a cursor cross under the 
Iightpen. In drawing mode 
pressing a cursor key activates 
the 'nudge' feature to position 
the cursor initially set with the 
Iightpen to the required pi*el 
position. With menu selection a 
set of white brackets appear 
around the ikon r whereupon 
pressi ng ENTER will select the 
required option. 

CALIBRATION; Calibrate 
Liqhtpen is a menu option Upon 
selection a target will appear 
under the Iightpen The contrail 
of the monitor can be adjusted 
for best tracking results and the 
r e tati ve pos it 10 n 1 n res pert to ! he 
Iightpen adjusted with the 
cursor keySp although the com 
action rs over-sensitive and 
overshoot occurs. The new 
adjustment may be recorded by 
pressing ENTER 

PROGRAM STRUCTURE: h 

main menus can be accessed via 
NEXT option ESC from drawing 
screen returns menu after 
operation, ESC during menu 
returns previous menu 3 further 
option menus for copy, text and 
scratchpad handling are 
provrded. 

FUNCTIONS: 

LOAD iM» lAK MiDi; from and ip cap* or 

flifh 

CUM atamjjtflwn+la paccg round 

tlUaaUlf |aaWPBfcy«ingcufvorB*yf 

; Pr— ing ifitor plots, prtwng 



ipac* bar drawi a Una in In* cur rant pancil 

mifa 

RU MK: ffeap* Cawfe Eh* Ml routin* 

f&££f MLOUaWlaaaT: Upon Ml*ctifln a 

pamfbDK »f diaplaY*ci tw i*MKl»on ol m* 

current Boipu? 

wr»ril! lim and * BOtBV tB" app*ar * 
bbbbbbS BBaaaat: t hd routrn* {#&<* id*« tr>a 
pingftmminy oP a laquafwa of Ur\m i a 
rubtHH band a'ciund ?0 dr *w\t*Q pmaj 
Praning CQPY alkN^t in* mov*tn*Ai ql thi 
niraor , ralaoaing CC*v Pi ■ *i m* drawing 

fun #l< ftWt W f i*rth*r nuOqmO OUTHNI 

RUtt fl flj iHafc knF[Lai*a copy aaovarK* 
aWtUal rbrWH laaaa; inrtiaiaa tuinbm* band 
tU m**nQ m ctjf rant pan taping and (Mhf 



:UB**trt*rufeb*«band 
f out' rm tor ttfttftQ CAntF* and 

jmftrtna IPanJv o*l ina acr m 
arm mil o> awn 

■UVbb^THbbUI: u«at rupiw band 
f rtuti An with twn d*§QQi\at drawing pm* 

bracket* ap p**f wtuch oan tM mm via in* 
curior k*vt r an |*rg*d or •raducad via th* 
COlVTWOL o* SHIFT C UH SOH aayt and W* 
via CCrPV fo ir*or***"l thacopv anM- 
Prataing OEL ganayatas laaoondaai of 
mcvifaii bradaaia itw Tha daatauflon **+* 

4 F TyrWiirV wr* Sa^riHa^laa' nmW II W «aapiBBB|a*aBBBnqpV 1 BBn n 

One* Mf pranafng ENTfN will copy araa in 
Th * rtnH wacka^i into aaconO bt acaata 
Enlarging and raducFng vttufrulm* •■c#pi 
That naior* pawng INTER lv lhacopv 
■arigcl teaming factor | %g 4 *or a n l atgarn o rH 
or rartuetipn 

Catmaal TOT: A htpc* ouraor appaam «or 
PQlrbor Vftg l*ri and ma> b* movad around 
wMh Il» rightpanov prmamg COPY 
Hpf unnT* 1 and wlval taut <i caTa<*d *w 
KMIOMe: Thri laaTu ra it a n-tagnnVaVon 
olfrwacr**naratp^wntari1i>r>yTh« 
iightpan to fna4 aocuraat p*^a* wp*» t*r* ba 
carriadout Orxivofiae^niik^rion factor 
navailabta th# aaction ol \ti* acraan ft 
blown up Io nifl lor datarl work. At tha 
boflpm ol rha tcraan it a banr> containing 
tha currant ink tolout Prtating 1 io 
tai ac ii tha coktvP Cin 4 a apaclai 
trantoarant ooiour lahown at vartjcal bamJ 
wfur/h WhH not yptat ih# cutting acraan 
p*c!u r* ovar whwr+i th* act ate n pad ta 
Iranapoaad Oncalha Kialenpad *t 
tompkrtad. ri may b* ooptad ta actean aa 
marry lima* at 4**rr*d 

DISK OPTVONi The graphic* 
package m a y ^ stored to disk 
Full instructions are given. 
Screens may be saved end 
loaded from disk 
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PfWNTEft ; A second program is 
provided for converting the 
colour data on the screen into a 
form which primers accept Chair 
data. Two examples are 
included lot EPSON and 
AMSTRAO pr inters, which print 
from previously saved screens. 

PROGRAMMING 

AP*UCATtONifi}\\ 
instructions are given fot using 
screens- in ihe user's own 
programmes Basic and 
machine code listings are given 
for determining the x and y 
position of thelighlpen which 
can be incorporated in Basic or 
assembler coding. 



FOR: 

Modern, ikon ■ 
0- Fairly comprc 
drawing uti lit m& 

• Nudging action for accurate 
post ion i rig 

• Excellent copy, expand and 
shrink facility 

• Creative scratchpad option 

• Very good spray can effect 

AGAINST: 

• Inaccurate lightpen tracking 
and positioning 

4 Poor calibration result 

• Lonq winded circle and 
rectangle function u**ng rubber 
band facility 



THE ELECTRIC STUDIO LIGHTPEN 



COST; € 1 9.9S can, tZ6.« dlik 

PACKAGE: The lightpen cornea 
frtred with an edge connector at 
the end of the cable which fits 
into th*» expansion slot, A 
graphics package "S provided on 
cassette and accompanied by a 
24 page manual, 

PROGRAM STRUCTURE? The 

programme features a large 
ikon menu which can be 
■witched from right- to lefrhand 
side of the screen 

CURSOR POSITIONING 
TECHNIQUE: CufSOf with crow 
design indicates the light pen 
position Selection of the menu 
Options is by pointing the 
i- 1 9 hi pen at the ikon and pressing 
the space bar An alternative 
option u smg the cursor keys or 
joystick »s provided (or pixel 
accurate positioning and 
drawing. This option is selected 
with the COPY key 

CALIBRATION: TAB and CAPS 

LOCK keys are used to alter th« 
cursor's centre in relation to the 
pen tip. 

FUNCTIONS: 

PRPfc frvfhmodi with tafwh N kmO ftVU 
auetanc fcayoad 

ME: Norm»lof 3D*****lK>n TopktfTind 

pararnaiatfc lr*30T*c*a*ihav#toew 
Artlnad Iw jDniejnfaswMipn 
WM Miacf wifh Oufrant if* epioui 
TKANOLE Normal of 30 option ) 
I Phi Win LI potnli for normal, * *0* 30 

Doflsd hacigrpijftii gfrf 

pr ovrtj** a grid ^alafarxa 
cop« araaiafactaan Oaf! nad by 
tmagnwy ractan^ha ro ©* M* ^a lightpan 
Sawrai oopiaac an t* 6 > OP pa d onto itraan 
Than « a am* io ftha copy area alfa 
Mat; mam* atoopv. hot data** get* dragged 
tana* iocarw r#rtww fhpn cop*ed 
Beat m*g jnfi^» j'wi el aeteen tor detail 
wont u*jng cuvw key* end *»a*ora* 
ff'tfunu EtfTGN to or*&<n*l *lp* and 

peMon. 

aWmaaa»TftAAilSTRADOMPSof 
EPSON cofupaiitiBi printer 
HOME aaiecii allamafa com ml mti 
poajdoni cursor to ecreen cemr? 
(DaWVIittlLhanoMartvf^iCTawcatour 
Wenothe* F^fif f ha naw concur 4 atiedHL 
tft* CurSOr {wmif wwj nuaf As onkiur fed be 




and that 

ftotmeJco*aor otarfMKtn 

Lhuflfl key* 1 w4 J flac* 
mat &a ItfuWad through *» 
window The pattern displayed ■** 



I! I Hlq behave a* the bntah funet »n 
tad prteiaHwtwto acfun PreaaJnglaym 
1 ta I after* ma tututa ryp* l> toting the 
■malt E MT ft hay providei another *efl of 
variation*, pr eeamg dpi key returns » 
mbnaHna ftW 

afWf HI oertotma lha idm aa ma hnjah, 
nit wiiii me pairn epv*wo m ma oppoeeje 
plana The dot law ** used to eataet the 

randradhftDoint 

OufFSOfl Mcolout 1 

UKi P tiaai n g nt prov Mlaa an ataafie itnm 

b lUlliW twO pa^tt, ipFJWrflQ Q ftMlWl 

poini* may &a **r which Mrtii *«thaf oa 

1 1 ruicNij try <,r «a in *o*m a 30 im*a« of ftaad 

daoch w*Th ot w*m0w! t fjffivJaiaiJ Aanat 

oaorTHrfr k plana. 

99: t#«ingctif rant «nk cokmr 

I Ja ^taM: i craan lp tapa or &uk 

L tVrTtA: Ipqgiaabatwaan aHarnata 
rrmlrij l Q0Uy*J! 

naar ptovtdaa ia*t antn/ itiada at cyaor 
poadio-i Tna tavfaoafd i pp aa i i a* ■ typa 

MH-rfPf 

nint:fl>pi manu from FKonf Id lall Or 



uanayt as pan iunctiDnaL but weh aacontf 
ipaft rUfi fwaTfl vanicaeyo/ howiontian/ Rot 
ly mmaHn cal drawing 
fUHVUT: diaolayi 'a*dart| ivmboAt +n 
rnanagm window for copying w cunlof 
poulMwi MMtti aaefri Ingpar praai Kay* 1 and 
' Kioa ayinbnjt through tha wmdow 
NflaWallM BUB providaa cidrranl 
papjaf and *na co4oyf vahit 

MUNI: drawl alaaiie alUpaa aroufHl 
currant cuokv poattton and fi-" ad wh|t» 
iriggaf prina Xayi 7.S.4 ind « illar rti 



aaabotfabtit 



WJ IM* loads new tyrnooJ file 



li Sc^iai'it ft^ay oa ato^ad An 



**OaHA M at# lG AWHJCATKIil. A 
machine coda roynna m fxrovioad on caaa 
ant to r oa ain q ma ligfrmaft ooaifeoti a 

sampAa Bjvm: Ifflhng n mdudad in tha 
manual tar application hi mi A Banc Intmg 
■howi how to raaloia tha contact ootou^i 
from lavecficraani whan ktadad from M«ar 
oavwiopacl programi In moda rha 
Of BphiCi toftWi^a urn only IS of tha mora 
popular tukxiffc A baitc lifting provi^*« 
accami to aM ?4 coloun 



FOR: 

• Largest libtary of graphic 
functions 

• Useful colour mask option 

• Large variety of textures, 
symbols and detifjne 

• Revere*, flip and mirroring 
facilities 



AGAINST; 

• Too many run 
symbol* in menu require 

Jetting used to 
> bad freehand performance 
forces constant use of 
a rternative control (cursor keys! 



I 




J & Ov ,« 



A * 




Franco Fray isn't reaponaM* for thaw* arty 

using lha Electron* Studio pan. waft dofw by Janmy > 

imaging' 



filial 



cuffam ii 

MiT dVaws Unas from Ibtad tat point 
apt I ptoti JjoJaI wh currant m i ^LQajt 
Qailtt aama at i»an hjnclmn bul pawti ^ 
the iHtAumund cotour , thua araamg ma 




ihapaS. iSiafnond, pan tag or., h a neag j o n, 
octagon OncapoariiOnad with m« 
Itghtpan. m* * l a aBC at H Baa may ft* 
poutionad aocurafaty wajh th* tv**w fcarl 
and lha midal inn^nuoni changad u**ng 
fcgy* '/ B 4 iMTd 5 ffigoaf lot A>mg. 
■SDH/IUP: rnarrwi gf tiip« *#•« 
davegnafed fty l^hijwn diagonal* 



hitta iac«i Tha acraw 
tor sad AMTIX' 




A not anl»rary artwtK; Qornporfftign wfiicfl aatB OUt tOpfWO that 
caveman ursad Hghtpans on tha wata of thaw cavasl mis ona wi 
dona Willi Ota DUTfomca Gr apruca Itohtpan 
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PROTECT 

Word Processor 



h 



Amor Ltd, £39 95EPR0M, 
£26 95 Disk, £19.96 cass 

W there fs one thing t like more 
playing games If* explor 
ing word pf ocessing systems it 
may «em like a strange pastime 
but vou have no idea of the fun 
there t$ to be gained in getting 
utter ry lost in a new program, it 
his iomeThtng of the charm of a 
tfcxt-only adventure game The 
sleeper The learning curve, the 
more fun it ^ to ploy So.youcan 
imagine my de Light when Armor 
released Proiexr, the first 
EPROM bawd word processor 
for the Amitfdd A gentleman 
from Amor told me that he con- 
&Ktered his system equal lo 

wd Star, a word processor 
frith more of a learning cliff than 
a curve The idea of having such 
a system on d chip appealed 
preatly, after all, the time saved 
in loading could be spent losing 
files or erasing large chunks of 
text instead, 

Amor's Prot&xt is available for 
all Three machines On tape, disk 
and EPROM The EPROM vera* 
ion has a dear advantage 
because it allows for a larger f«»ri 
M*$ as well as an instant ly avail* 
able incorruptible program, 
With the chip installed and the 
appropriate key pressed it look 
my 464 less than 2 seconds to be 
ready for the off. Now compare 
thdt lo Matilda, the office 
Apricot: she slouches around 
for twenty seconds to boot up 
r Writer The difference in 
Speed may not seem that 
important but you seldom 
realise the advantage of it unr.i 

Shave been spoilt by such a 
lily or indeed, had to write 
hundreds of thousands of words 
for a computer magazine 

GETTING STARTED 

Once the program has loaded 
iser i$ immediately taken 
into the editing mode. The top 
two lines of the screen are 
occupied by two inverse lines 
lhat give information about the 
state of the editor Ptotmt can 
operate in either 40 column 
mode, for the rich chaps with the 
colour monitors: or in 80 
column mode, for the profess- 
ional Having two dtaptay 
modes demand* that the 
program displays the essential 
information at the top of me 
screen in a sensible way In 80 
column mode the lop line tells 
the user the name of the hie that 
has been loaded in (since a file is 
not named until \t \h saved) The 
top line else tells the user the 
current page, line and column 
portion of the cursor; as well as 
the number of free bytes avail 
able for text- If the CAPS LOCK 



key is engaged then a reminder 
will be printed on this top lme. 

The second information line 
tails the user whether insert, 
word wrap or justification are 
toggled on or off. This line also 
informs you which, if any, block 
markers have been set. The edif 
commands are invoked via Ctrl 
keys- the (unction of some of the 
most important can be lifted on 
a two line help page called by 
CTHLH 

If you need lo use the 40 col- 
umn mode you can select the 
rjtptiy colours that you prefer, 
but the help page is not a va i la b I e 
and the information presented 
at the top of the screen is greatly 
compressed. 

MARGINS WITH RULERS 

Underneath the information 
lines at the top of the screen sit* 
a ruler This governs the tsft and 
right hand margins as well as 
the TAB positions. The default 
setting for the ruler puts the left 
hand mar gin in column one and 
the right hand in column 70- If 
you want fo alter these setting 
you simply draw another ruler, 
or copy the default ruler and 
alter that. You are allowed any 
number of rulers so you could 
have one paragraph set 10 
columns in ami 50 columns 
wide, while the next one could 
be twice as wide. The text will be 
formated according to the near* 
est ruler above the cursor. I man- 
aged to get the ruler to cover a 
text area 600 columns wide, I 
could have gone further but 
since my printer can only cope 
with 132 columns I couldn't see 
the point. However bemg able to 
set such wide documents does 
open interesting possibi lilies for 
wide — though unprintable — 
tables, especially since the side- 
ways scrolling works so quickly 

INPUT. FORMAT AND 
MARKERS 

Text entry can be performed in 
the over -write mode or in insert 
mode which c hunters the texi 
along inserting characters at the 
cursor position. Protoxt has a 
wide selection of cursor and text 
movement keys You can move 
the cursor by characters, words, 
lines, screens, paragraphs or 
even jump to a particular line 
wjth CTRL - 6 followed by the 
line number Deletion can be by 
character, word, whole line or 
block The block markers are set 
uy SHIFT-COPY and once set, 
you can copy, move, delete or 
write a file out to disk or tape 
The Ctrl keys are also used for 
inserting the embedded printer 
control codes — for underlining 
etc. These appear as inverse 



symbols though they can be 
made in visible if desired 

A document can be formated 
so lhat it has a ragged right hand 
edge or it is right hand justified. 
A by-product of right hand justif- 
ied text is that spaces can appear 
where they could look rather 
silly* between Mr end A Jones, 
tot example. Ptotext allows for 
the insertion of "hard" spaces, in 
effect these join up two words as 
if they were one If you >• 
formatted text as right justified 
and are using narrow margins 
combined v occasional 

long word you will notice that 
word wrap forces words to be on 
one line or another This means 
that if a word is not hyphenated 
and so split onto two lines your 
text wiU develop some large 

Saps CTRL - embeds a hidden 
ypheri into a word which teMs 
the program that you don't mind 
thdt word being hyphenated. 

GLOBALS 

Apart from the editing cornm 
ands there are three more 
command levels, stored com- 
mands, which deaf with print- 
ing; external commands for 
disks F and the command mode. 
Pressing ESC presents you with 
a window on the lower part of 
the screen — inilia Hy seven t ines 
deep. The First line is inverse 



and tells you how many char* 
aders are in the file,, who Owns 
the copyright (to tho program, 
no I the file) and also invites you 
to type HELP which results m a 
list of some thirty seven com 
mand words and their accepted 
abbreviations From this level 
you can ask for a CAT of a disk or 
change the character eel to 
DANISH However the most 
important ESC. commands deal 
with global text operations and 
file input/output, 

FORMAT is an example of a 
global text comma nri, it re- 
formats the entire text file rather 
than just a Ime or paragraph 
which is achieved with the edrt 
command CTBLF One of the 
most important commands for 
any word processor worth lea 
satt is FIND or FIND AND 
REPLACE Protest allows for 
these commands and offers a 
series of options: G R means 
search the entire file rather than 
just from the cursor down; C , 
performs en upper or I ower case 
specific search; W , finds the 
String only if if appears as a 
whole word: B t searches back- 
wards and finally A replaces 
without asking Provision has 
been made so that printer 
control characters and hard 
returns can be fou* 
replaced. Ptotext also allows the 
use of wi Idcards wn h m a search 
gtring r for example ESC 



SPECIAL 

ANNOUNCEMENT 

TO LIGHT PEN OWNERS 

If you have recently bought a DKtrontca Light Pen 
for the Amstrad and have now Men 1 he comparison 
published elsewhere in this magazine with the 
Efectrtc Studio Light Pen, DONT DESPAIR — ALL 
IS NOT LOST. 

The superb graphics program from ESP will run 
with the OKtronics pen, and is available as m 
separata program direct from us, (Please check out 
the full page advert for more details) In addition our 
Mode 1 and 2 Module is available for more serious 
applications and this too is compatible with the 
ISP and the DKtronics pen. 



Send cheque or PO to 

THE ELECTRIC STUDIO 
P.O. Bo* 96. Luton LU3 2JP 

State which proQf arm s) you require 

FULL GRAPHICS PROGRAM WITH MANUAL 

on Cassette £9-95 

on&Sk E 16.95* 

MODE 1 & 2 MODULE on Cassette E9 95 

on I £l6-«* 



Name 
Address: 



Please indicate machine Amstrad 464 [ 



ACCESSOR VISA 

CARDMOLOERS 

PHONE 



0582 595222 

(24 HOUR HOTUNEI 
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RNf> 7777? would find any f*ve 
teller word. COPY repeats a find 
Operation A word count of the 
entire file tan be performed 
instantly with ESC COUNT 
COUNTB will count the words m 
a marked block, 

PftlNTK 

The most complicated part of 
Pretext ta printing, but that's 
because there are so many tools 
at ihe user's disposal. The page 
f Of mating commands are 
placed a l The beginning of a file. 
These are the commands that 
set up such variables a* print 
margin, page numbering, depth 
of headers and footers, page 
length and line spacing The 
choice of commands is huge, 
the user can even set up a file so 
thai even numbered p&ge& have 
e different margin to odd 
numbered pages The contents 
of headers and footers can also 
depend on the numbering of the 
pages. If you want to nave a 
message printed to the screen or 
a comment inserted m the text* 
at any stage of the print i ng r then 
Pruiext can arrange that as well. 
The easiest way to use the 
stored commands is to set them 
up in a Me on the if own, that way 
when you want to produce a 
document in a particular format 
you only have to merge in the 
Appropriate • 




I 



Th# E«*p* H*tp icrwm frwn 
Amor s tnimioii new word 



One of the problems with hav- 
ing software on EPROM is that it 
cannot be changed This can 
lead to problems when it comes 
to dealing with printers, because 
some of them use non-standard 
codes to produce features like 
underlining or emphasised text, 
H you have an Epson type printer 
then Pretext will work without 
any problems , as its defau It co n - 
figuration is designed around 
the Epsom control codes But, 
even if you have managed to I ink 
your 1922 Henries typewriter to 
your computer, don't worry 
because you can set up a file (hat 
wilt make Pt@t$xt configure its 
output to s uit Jf y ou invoke the 
command SETPflWT you wiM be 
asked to change all sorts of 
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weird and wonderful para- 
meters to Suit your printer The 
file can be saved and used as the 
printer driver. 

As well as being able to print 
l he current file straight to the 
printer Protext allows you to 
print out a marked block Files 
can also be printed to a disk or 
tape drive or even to the screen, 
thus giving you the chance of 
finding out just what a mess you 
have made of your text before 
committing n to paper. 

CRITICISM 

There are two points that strike 
me about this package. Firstly, I 
am stunned by the speed at 
which Prole* t performs the text 
operations, there is nothing like 
it on the Amsuati Secondly N 
really don seem to have most of 
the features of Word Star but 
with an elegance and simplicity 
all of its own. Due mostly to the 
way the commands are structur- 
ed, they are a joy to use a nil very 
easy to learn; unlike Word Star 
with its requirement for multiple 
nested control keys. I have 
always been irritated by cursor 
keys that move either too slowly 
or so fast that they overshoot the 
mark; the repeat on these keys is 
spot on. The f lev ibility of Prmexf 
is remarkable, largely because 
of the huge variety of file input/ 
Output and pr in tin g commands 
anti ihe attention to detail that 
has been lavished on thus pack- 
•M 

My complaints are few and 
mostly unimportant A delete 
line right command would have 
been appreciated as well as a 
much more Obvious CAPS LOCK 
indicator The insert system 
does not work as well as h could, 
one always ends up with tent 
overflowing the ruler settings 
•rid staying There until a 
FORMAT is performed, ft would 
have been much neater if ihe 
text always remained within its 
boundaries. However, that fault 
if effectively mitigated by the 
speed at which a paragraph of 
text can be re formatted. 
Although the documentation is 
excellent in terms of the help it 
gives, I think this product des 
erves something a little more 
posh than the scrappy little book 
that is included 

For the asking price. Prot&xr 
knocks Pocket Word Star into a 
cocked hat but that's not the 
only reason why I recommend 
Pretext. The way the hardware 
and the software have bee*n put 
together leads me to believe that 
there are going to be some realty 
great products to work in con 
I'unclion with this one. For kick 
off how a bout a spelling checker 
chaps? And would it be too 
much to ask someone to dev 
elop a sound context checker for 
hard worked magazine editors? 
No? it would be nioe L: , . 

Jemmy Spencer 




MUSIC COMPOSER I. 



Kuril a Software, £9,95 
cass 

Th<s is quite a competent little 
package which turns your 
Amstrad into a music processor 
(as opposed to a word proces- 
sor I It jl lows you to create, i 
edit and § of music, H 

also has the ability to copy anx) 
combine user defined pieces of 
music created by you rn this 
manner you can store and play 
pieces up lo 1000 notes long, On 
the other hand you could have 
five shorter compositions of 200 
notes each Musk Composer ts a 
trifle slow in operation, being 
written in BASIC and it only 
OOpes with one Nne for mono- 



eater to those who only wish to 
create arid play tunes easily end 
not to teach all of the finery of 
composition. 

Music Composer operate 
three modes; Composer, Editor 
and Mixer The composer mode 
allows you to enter notes one by 
one. Each note is defined by rts 
alphabetic name, then us 
fength- ie crotchet, quaver * 
useful Option at this point is the 
display giving you the note 
names. You can also choose 
between high, middle and low 
range. The screen only displays 
nine Or so notes before scrolling 
onwards, holding the last three 
notes on screen as it does. A 
handy note counter numbers 
the notes as you enter them You 




?: 



phonic) music using a single 
voice from the sound chip If 
you're musically literate, then 
the program should give you no 
problems at nil. For those of us 
with lesser capa* the 

manual contains all the inform- 
al ion needed. However, ( sus- 
pect a fair bit of initial heed— 
scratching will be necessary if 
you have never tried playing 
anything before 

On loading, Music Composer 
plays through its demonstration 
tune - classical music buffs will 
enjoy its rendition of Bach's 
Double Violin Concerto (even 
though it's in a different key i As 
ii plays through, so the notes are 
presented on a scfoMing screen 
One or two quibbles here First 
of aM the program only recog- 
■s pieces set in major keys. 
As the demo tune is written in a 
minor key and played in the 
major, you are given the wrong 
information on the screen 
hardly a good start. The speed of 
the piece is good but ~tt some 
how loses time slighiiy though 
after messrng about with diff- 
erent speeds, it seems as if it 
could be just be a problem at this 
particular speed 

The display is yellow notes on 
a blue background, with the 
sharps, flats and Stave in black 
Here a choice of colours would 
have been useful It would not 
have been .litficuli and would 
have satisfied everybody's 
requirements, Some of 
notes are depicted with ii 
tails facing the wrong way 
which looks a little odd. and the 
sharps and flats appear in a 
rather strange configuration 
Bariines have been omitted but 
i j resent s no rea I p roblem as 
1 1 is the program's intention to 



can decide to either hear the 
notes on display, the entire 
piece created so tar or pust the 
las! note entered on the scr 
Very thoughtfully, you can view 
different parts of your master 
piece just by entering the correct 
note number At this point. . 
reviewer found it helpful to have 
a pen and paper handy to jof 
down the relevant numbers for 
quick access 

The Editor mode has a cursor 
that you can move left Or right 
and check out notes at will 
Offending notes are painlessly 
removed and after natives sub 
stituted Additional notes may 
a l so be added . The he I p option *% 
still available here, m cast- 
are uncertain about the notes. 

One of the program's best 
features is its ability to copy 
defined sections. For this it goes 
into Mixer mode. Sections of 
your masterpiece can be copied 
i nto a separate address and t hen 
shuffled around p repeated or 
re — ordered Hie whole thing 
can then be joined together and 
played out as one long piece 
The speed can be eel and if you 
wish r the key of the whole 
composition may be changed 
Once you are happy with it or if 
the inspiration factor is low, then 
you can dump it to tape and 
reload it al a later date- 
Generally, this isn't a bod 
program. The editor functions 
are well thought out and the 
program is easy to use through 
out The one or two hiccups 
mentioned earlier on in the 
review are only mildly anm 
and for those of us wh 
like the chance to expf<n< 
without spending a vast (on 
it is well worth a second too* 

Jon Bute* 
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Thinking Software? 
. . . think Tasman 



TASPRINT 464 



The Style Writer 



A must for dor mam* punier owne* si Print your program 
output and listings in a choice of five impressive print sryles 
TASPR'NT 464 utilises the graphics capability of dot- matrix 
printers to form, with a double pass of the prrnthead, 
output in a range of five fonts varying from the futurism 
DATA-RUN to the hand-wming style of PALACE SCRIPT 
TASPRfNT 464 drive" (he riot-matnx printers listed below 
and can be used to print AMSWORD/FASWORD 464 text 
files TASPRINT 444 gives your output originality and style 
Compfrrety compatible with I he 664 

COHPACTfl - bold ind ktiwj, good for eiphisis 
Oflffl-ftfi - fi FLjIU&ISTiC SCftfPT 
LECTURA LIGHT - clean and pleasing to read 
HEBlftfl " a serious business-like script 
RUfltS &RJP7 - a dUUiietk* itowii^ hut 



TASFWNT 464 



casseitp £9-90 disc £12*90 



TASCOPY 464 The Screen Copier 



A suite of fast machine code screen copy software for the 
CPC 464 and 664 Print high- resolution screen copies 
black and white and also large shaded' copies with 
different dot densities far the various screen colours 

TASCOPY 464 also produces 'poster size* screen copies 
printed onto two or four sheets which can 5e cut and 
jomed to make the poster 



TASCOPY 464 



£9-90 £12*90 




TASPRINT 464 and TASCOPY 464 

drive the following 

dot-matriK printers 
AMvtwmr i nk w mimn 

t fWv JW4 Ml fWf « D*r« J* AfcTHf * 
MANNFWW* GAM 

MlVMf-iQ |MNw* 



TASWORD 464 -D 

The Word Processor — with Mail Merge J 



This is the new Tasword especially developed to utilrse the 
capabilities o* the CPC 464 and 664 disc drives The 
additional facilities include a larger tern frle si?e and 
automatic on-screen disc d* ret rones during save and load 
operations A major new feature is the mart merge facility 
This grves multiple prints of your standard letter 
etc , with each copy containing, for exampfc ne and 

address automat ica My taken from a disc file containing the 
data, Tins data can be entered using Tasword 464 D or 
created using the Masterfrte Program Extension package A 
powerful and useful conditional printing facility is included 
— parts of a document can be printed according to uv 
specified criteria Tasword 464 D wifl only run on. and is 
on \y supplied on, div: 



TASWORD 464-D 



d(K £24-95 



TASWORD 464 The Word Processor 



Your 464 becomes a professional standard word processor 
with Tasword 464 Supplied complete with a 
comprehensive manual and a cassette which contains 
both the program and TASWORD *64 TUTOft This teaches 
you wofd processing using TASWORD 464 Whether you 
have serious ap| to or simply wani to leam about 

word processing, TASWORD 464 and the TUTOR make 11 
easy and enjoyable 



TASWORD 464 



casserre£19*9S 



TASWORD UPGRADES 



Tasword 464 and Amsword owners send your Ortg 
cassette or disc (not the packaging] as proof of purchase 
and £ 1 3 90 Your original wifl be returned together with 
Tasword 464 -D on disc 

ArArfjtjie horn good vrfh* m* not toft sm dnwtfrom 



TASMAN SOFTWARE 



ipnngfreW House, Hyde Terr ace, Leeds LS2 9LN Phone (0532 1 43830 1 



Now 
on both 

disc and 
cassette 
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SUPERPOWERS FOREGROUND 
ROM POWER 

Putting aside the Joystick for a day, GARY 
UDDON takes a foreground ROM package out 
for a test ride . . - 



DtscpQwer from Superpower is 
an extension ROM aimed at 
those who want total power 
over then disk drive Packed into 
fl 16K EPROM, the package 
otters a sector editor, disasg 
em bier, a ROM reader and 
various other utilities The 
package comes as a single chip 
so your first problem is ig find 
somewhere to plug it into, as the 
Amstrad has no spare ROM 
sockets. U n tier sta nda bPy . 

Superpower recommend their 
own external ROM board, and 
Quite good ins too, but there are 
various others that should do 
the fob just as well 

Discpower fs a foreground 
ROM. so when you access it via 
the I DP command. BASIC is 
thrown out of the window and 
Discpowef is banked in. Before 
accessing the ROM make sure 
thai you have nothing valuable 
in memory smce choosing ihe 
quit fund ion wtll wipe memory 
before giving you control of the 
machine again 

Once youVe typed | DP the 
ROM displays a menu contai- 
ning the options available 
Probably most useful of them all 
is option one. Directory DfSC- 
pow&fs catalogue function is far 
superior to the BASIC CAT 
command allowing you edit and 
change the directory. The dire- 
ctory block an disk 15 read into a 
buffer area held in high 
memory. You are then put into 
the memory editor with which 
you can alter pans of the direc- 
tory block and once you've 
made any alterations you save 
the directory sector back out 
again. This is incredibly handy 
as now it's possible to retrieve 
accidently erased files. The 
manual gives a clear and con- 
cise description of how to get 
back erased and even partly 
overwritten programs 

The memory editor used on 
the the directory function is best 
described as a fully fledged Z80 
monitor and is used throughout 
the package for editing and for 
various other options. Initially 
operating on 0i$£poWGf r & 1K 
buffer sitting at A000. the 
memory editor displays a for 
mated listing of the machine's 
RAM with hex on the right and 
SCIl equivalent on the left 
Ustng the cursor key* across the 
memory block, you are able to 
edit in hex or ASCII, changing 
between the two by pressing the 
back -slash key At the top of the 
screen is a status bar showing 
the binary equivalent of the byte 
BurrifVtfy being edited and a one 
line disassembly taken from the 

78 AMTIX November 1985 



ROM nuAbfr : 


03 




PRO TEXT 




COOG K 


AOOO 


■1 


00 


Q9 


07 


21 


CO 


C3 


3E 


' . > 


ADOS 


CO 


C3 


ra 


E2 


C3 


F9 


E2 


C3 


■ ... 4 * . . 


AGIO 


46 


EC 


C3 


47 


EC 


C3 


48 


EC 


F. .G. .H. 


AOIS 


C3 


49 


EC 


CI 


40 


EC 


C3 


4B 


.1. -J. ,K 


A© 20 


EC 


SO 


S3 


4E 


64 


46 


69 


64 


PRO TEXT 


AO20 


m 


SB 


62 


4F 


M 


46 


69 


B4 


.PRO TEX. 


A030 


DO 


10 


Bl 


io 


B2 


ie 


B3 


ie 


1 ■ I 1 t 4 


A038 


B4 


ie 


BS 


10 


B6 


BO 


CD 


12 


h -..-.. , 


AG40 


B9 


n 


M 


00 


25 


26 


»S 


E6 


* . - , Y.*A , , p 


A048 


EB 


13 


ei 


BA 


CO 


CD 


9F 


CI 


- - 1 


A05G 


ES 


21 


00 


CO 


m 


96 


2C 


96 


h . i i § t # « 


A0SS 


•c 


86 


•c 


86 


BC 


96 


2C 


86 


* - * - * ' * ^ 



ROM reading ROM ? 

Cursors position in memory. 
Also displayed on the status bar 
are the hex end decimal values 
of the byte being scrutinised 
plus a description of whet you 
are editing. This depends on 
what option you entered the 
memory editor from. The editor 
is not limited to Superpower's 
IK buffer block, You can also 
adit any part of the machine's 
memory using all of the 
program's powerful facilities 
Also included is a comprehen- 
sive block move function plus a 
disassembler, both These com- 
mands can operate Throughout 
the machines memory and the 
disassembler m#y be directed to 
the printer. 

On the main menu you 11 also 
find functions for reading and 
writing disk sectors. Wiin this 
option you can change any byte 
on a disk. Using the sector 
function you now have the 
amarinq power of easily being 
able to thoroughly corrupt a disk 
beyond repair 'The best thing to 
do is take the manual's advice 
and only operate on backup 
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disks Selecting sector edit, you 
are asked for the sector and track 
you wish to operate upon. Once 
chosen, the sector is dumped to 
RAM and you are given full 
control with the memory editor 
If you want to change a partic- 
ular Tile on disk with the memory 
edit but you don't know what 
sector it's contained in you can 
load it via the program toed 
function. The first sector of the 
program is loaded into the 
memory buffer and subsequent 
sectors can be loaded using 
CTRL and cursor down keys. 

In the utilities section you can 
find a disk backup option and file 
and disk display modes. Disk 
backup will copy any unprotec- 
ted disk while very prettily dis- 
playing how many sectors have 
been copied. File display gives a 
graphics display of any panic 
ular file and the sector* it is 
occupying on the disk while disk 
display shows how much of ihe 
disltspace has been used, 

All in all DJscpow^r is one the 
most handy ROMs I've used to 
date. The price isn't extortionate 
but \t you don't Own a ROM 
board you'll need one. The only 
real gripe I have is that the when 
you return to BASIC , memory is 
wiped out. Superpower could 
have got round thrs by making 
Qiscpow&f a background ROM 
Overall, though, an excellent 
product and extremely useful 
for various things. The inclusion 
of The monitor plus Ihe clear and 
informative documentation 

make Discpowsr a very worth- 
while package indeed. 
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LIFE ON 
A PHONE 
BILL 



WHAT IS VIEWDATA? 

Conventional terminals, such as 
those used to access &T GOLD 
operate us raw ASCII 

characters, they have no facHi 
ties for colour, graphics or other 
features such as reveal A 
system was developed where 
sequences of ASCII characters 
could be recognised to change 
colours, introduce flashing and 
so on. This system is paged 
based and is calted Viewdata 
The PRESTEL service, run by 
British Telecom is one example 
of Viewdara >n action 

ASCII terminals operate by 
scrolling a screen of displayed 
text upwards when the bottom 
line is reached. Viewdata on the 
other hand organise* mfor 
mat ion into frames, each frame 
occupying the whole of the 
screen A frame consists of £4 
lines of 40 characters, a total of 
960 screen locations. 

A page of Viewdata Infor- 
mation may use one or more of 
up to 26 frames, each page can 
be accessed at any time with its 
unique pape number The 
frames withm the selected page 
are identified with a tower case 
letter in the range a to /. tlis 
played after the penae number 

The graphics of Viewdata an 
made up using a system of 
alphamosiacs Each of the 960 
screen positions is actually 
made up of six smaller blocks, 
any combination of which may 
be displayed These mosiacs 
allow simple block graphics to 
be implemented, as the screen 
pictures show. 

There are eight colours : black, 
white, red, green, cyan* mag 
enta, yellow and blue that can be 
displayed. Also, colours may be 
flashing, and characters can be 
single or double height Any 
combination of characters may 
be concealed from view, for 
instance the answer to a 
and revealed by pressing a 
button on a keyboard, 

DYNAMIC FRAMES 

Untif recently most Viewdata 
pages were built up character by 
character, line by I me, but now 
new techniques have been dev- 
eloped that allow any p&rt of a 
displayed page to Q* changed 
dynamically, that is at any time, 
rather than line by line This has 
been used to great effect in 
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THE PEN 
THAT LIKES 
TO SAY 



•CTRIC STUDIO PEN 



FEATURES/ 
FUNCTIONS 



SINGLE COMPLETE ON 
SCREEN MENU 



DRAG SCREEN OBJECTS 



, F LIP SQRE E N O BJECTS 



CURSOR REMOVAL 



ELASTIC BOXES 
ELASTIC LINE 



ELASTIC TRIANGLE 



ELASTIC ELLIPSE 



ELASTIC DIAMOND 



ELASTIC POLVGON 



ELASTIC HEXAGON 



ELASTIC OCTAGON 



ELASTIC CUBE 



ELASTIC PYRAMID 



CIRCLES 



SOLID CIRCLES 



SOUP BOXES 



■fl P UB ELLIP SE S 



WEDGES 



BEZIER SIMULATIONS 



ZOOM EDIT 



REVERSE/MIRR OR IMAGES 



REFERENCE BACKGROUND 



GRID BACKGROUND 



X.YOtSFLAY OPTION 



PAINT FILL 



POLOUR WASHING 



RESIDENT SCR EEN DUMP 



3DEDGE PLOTTING 



TEXT 



9BRUSHSI2ES 



1BSPRAV NOZZLES 



4 BASIC TEXTURES 



TEXTURE VARIATION 



•1 TEXTURE SHADING 



RESIDENT SYMBOL/SHAPE FILE 



RESIDENT FLECK PRINT FILE 



26 PAPER COLOURS 



1 5 COLOUR/TONE PALETTE 



POINT SETTING 



FIXED POINT RAYS 



MIRROR DRAWING 



HOME FUNCTION 



KEY CONTROL NUDGE 



JOYSTICK NUDGE 



AVAILABLE FOR 464 



AVAILABLE FOfft 664 



MODE l&g AVAILABLE 



ESP 



_Y££_ 



_YES_ 



YES 



J£ES_ 



_¥££_ 



_£££. 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



_Y£S_ 



_Y££_ 



_Y£S_ 



_YJS_ 



.YEJL 



_Y££_ 



JCfSL 



_Y£S_ 



J£££_ 



J££5_ 



_YES_ 



J££S_ 



_¥££_ 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



J££S_ 



J£ES_ 



JtES. 



Jf£S_ 



J££S_ 



Jt£S_ 



J£S. 



c 

S 



Nf ) 
NO 



_UQ_ 



_N£_ 



YES 



YES 



NO 



NO 



NO 



NO 



NO 



NO 



NO 



NO 



YES 



NO 



N.,: 



m_ 



ML 



m_ 



YES 



NO- 



NO 



NO 



NO 



YES 



NO 



m 



NO 



YES 



jyo_ 



NO 



NO 



NO 



NO 



NO 



NO 



NO 



NO 



YES 



NO 



m 



NQ 



YES 



_NO_ 



YES 
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WHILST OUR COMPETITORS 
MOSTLY SAY NO! 



LOOK!' 





JUST SOME OF THE 
THINGS YOU 
CAN DO WITH 
THIS COMPLETE 
LIGHT PEN 
PACKAGE 




USER DEFINED CHARACTERS 




FREEHAND DRAWING WITH THE GRAPHICS PROGRAM 







GAME SCREEN DESIGN WITH COLOUR EDITING FACILITY 



DUE TO LACK OF SPACE. WE ARE NOTABLE TOUST 
THE OTHER 20 ■ FUNCTIONS OUR PEN IS CAPABLE OF 



AVAILABLE FOR: CPC464 ON TAPE 

CPC464 ON DISC (ind. Interface) 




Also available: 



CPC664 ON DISC 

High Res Graphics Program for 
more serious applications (includes 
both Mode i and Mode 2) 



TAPE 



OR DISC 



SCHEMATIC AND GEOMETRIC DESIGN DRAWINGS 



AVAILABLE FROM ANY GOOD 

COMPUTER STORE 



M you have any difficulty obtaining our product*, please send 
cheque p O io: 

THE ELECTRIC STUDIO 

P.O. BOX 96, LUTON LU3 2JP Tel: (0592) 595222 
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Creating moving pictures The 
-net Christmas Card 
demonstration is a qOOd 
example. 



PRESTEL 

The PRESTEL service is British 
Telecoms Viewdata service. 
Within PRESTEL are ihousands 
of nanes covering all aspects of 
home and business appltca 
tions PRESTEL, Nice many other 
Viewdata systems, is two -way, 
that is information may be serif 
to PRESTEL as well as being 
received from it. An e*ampi 
This ts the mailbox facility which 
a Hows you to send a message to 
any other user providing that 
you know the if mailbox number 
Ye the recipient fogs 
oa they will be informed 
there rs a new message for them 
which they may redd at any 
rime 

The procedure for loqu 
PRfSTEL is quite straight 
forward Firstly, check that \ 
interface and MODEM are con- 
nected up and selected for 1200/ 
75 operation and than dial up the 
PRESTEL service Afmosl .ill 
.ins have a focal number for 
PRESTEL which can be obtained 
either from the operator, or 
when you are on^ line If you 
cannot obtain a local number 
then the Enterprise computer in 
London can always be accessed 
on 01-6181111 

The first page that is displayed 
informs you which computer 
you h&vti been connected to and 
thtfn asks you for your customer 
identification code If vou have 
mot yet subscribed to PRESTEL, 
then a demonstration number 
can be used to log -on to give you 
a sample of Ihe service that can 
expect the ID code for this 
demonstration number is 
4 444444444 (that's B big ten- 
four, li trie buddy) 

When a valid ID code has been 
entered, the next screen is dis 
played which asks for the pass- 
word for vOur ID code This iti a 
four diqit number, and foe the 
demonstration service is 4444. 
Having entered the password* 
you are finally fogged into the 
PRESTEL service 

The next page that is encoun- 
tered is the main index p»qe for 
the PRESTEL service From this 
page, a directory of what is 
available and where you can 
find it can be accessed 

Most of the time, you will find 
that you will be guided throuqh 
the frames by being prompted 
for a keypress at the end of each 
one However, you can move to 
a particular page at any time by 

keyinq in i!s number. The sequ 
ence required is to first enter a 
star ("I character, followed by 
the page number and termm 
ated by a hash |# Character. 

It is also possible to step hack 
through the frames that you 
have called until you reach the 
last "a* frame that you accessed 
by typing a star fo Flowed by a 
hash 
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A couple of good pages to try 
are ■ 13888 1 and '60161* The 
first is a demonstration pf graph 
ics and includes several J galler 
tes' containing some very strik- 
ing pictures. The second is a 
demonstration pf dynamic 

frames, which also serves as a 

very good test for your software 
- if it can hand Fe these OK then 
the chances are that the rest will 
be displayed without problem 
When you haw finished u 
PRESTEL you should logoff by 
going to page 90 using *90ft . 
which wiir talce to the ei<il page 
and then log you off from the 
PRESTEL campuiPf 

The pages on PRESTft are 
provided from a wide range of 
sources, these sources ^fQ offl 
dally termed Information Pro- 
viders or IPs for short The 
information ranges from finan- 
cial information provided from 
the City to the btest sports news 
provided by news agencies- Not 
all the information on the 
PRESTEL service is available to 
ell of its users It is possibl-- 
an IP to permit only certain 
Customer IDs to access their 
pages, and more often than not 
these customers are charged 
eve rv time they use these pages. 
This system is known as a 
Closed User Group ICUGI An 
example of a CUG is MICRQN£T 
800 which provides information 
about home computers 
peripherals as well as carrying 
software reviews and a Swap 
Shop' service to get rtd of youi 
Old system when you reckon its 
timwto upqrarl- 



TELESOFTWARE 

Viewfax 258. one of the IPs on 
PRESTEL. have been developing 
a system to download software 
over the telephone to an Am- 
strad computer The system j| 
due to go on line from October. 
By inserting special character 
sequences and encoding pro- 
grama into pages from 
PRESTEL. it is possible to send 
data in a form that can be 
converted back to o program at 
t h e recei n n q en m pt I 

Needless to say, any com- 
mercial software that you down- 
load vou will be charged for on 
your phone bill although there 
is some software that is pro- 
vided completely free, 
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THE PIONEERS OF ROM SOFTWARE FOR THE AMSTRAD NOW PRESENT 



* PROTEXT 

WORD PROCESSOR 

TO THi ARNOR STANDARDS 



' UTOPIA 

BASIC UTILITIES ROM 

(Prod Cod* IU> 



$R££D TOUCH TYPING SPEED I SUPER FAST SCR E EN HANDLING 

simplicity so easy to use a includes comprehensive help 

FACILITIES 
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WHAT IS AN 
OPERATING 
SYSTEM? 



Not It's MM something used by 
Surgeons nor is rt a system (or 
Finding winn^ri of the 2.30 ftl 
Epsom In the early days of 
computers them was (into or no 
ftandarrli/aEiorv each computer 
and each piece of software was 
more or test a one-off affair. This 
Dne-oHnes* has great disadv- 
antages #$ prog rami and data 
cannot readily be transferred 
from one computer to any other, 
and this makes them lonely if 
not positively bad tempered But 
the main consequences of one 
offness if high coat as it an take 
months or even years to develop 
a complex program 

The mid 70s saw the arrival of 
Thr 1 first significant operating 
system— CF'M The purpose of 
CP' M was to provide a standard 
environment in which programs 
COOlri run This had tremendous 
advantages for developing soft 
ware as the prog rummer now 
had standard actions for all the 
routine computer functions 
such as displaying text on the 
screen, getung a character from 
the hey board, getting a file from 
disk and so on Prior to this, all 
these actions needed special 
software written to suit the 
particular computer they were 
intended far With CP/M the 
programmer no longer needed 
to worry about what kind ot 
circuitry the computer was 
using. He couJd just use one of 
the standard functions provided 
by CP M to do almost anything 
tie needed This allowed rum to 
spend his time not on the 
routine housework type prog 
ramming but on the real job Gf 
the program this, coupled wnh 
the now much larger number of 
possible users for any new prog- 
rams developed, brought about 
great reductions in software 
prices and vastly increesed the 
amount of new programs devel 
oped. 

DOING THE 

HOUSEHOLD 

CHORES 

CP M is * computer program 
like any other The main 
difference between it and other 
types of programs rs that it tatoes 
care of the computer's house 
work — (oofcs after disk fries, 
handles and correctly routes 
input and output signals to the 
screen and printer etc, basically 
it handles all the routine jobs 
which have to be done before a 
useful program can be run. 
CP/M is split into three baste 
parts. The CCP (console comm- 
and processor* looks at the che r ■ 
acfers which are typed in at the 



BROWSING THROUGH 

Or: How the exclusive preserves of Business are becoq n( 



ROY JONES is our special CP/M correspond- 
ent, a man who's delved to the very depths of 
an ERA Y/N? command and survived to tell 
the tale. In this, the first of a regular series of 
articles, he attempts to give a general view of 
CP/M (control program for microcomputers) 
without going too deeply into its technical 
ities. In subsequent articles he will be eitplor 
ing various aspects of the CP/M operating 
system and some of the serious and not too 
serious uses of computers. He will also be 
looking at some of the more popular CP/M 
programs such as Wordstar, dBase II, Su per- 
cale etc, and some of the vast range of Public 
Domain (Free) software available for CP/M, 



keyboard to see if they an any- 
m ■ nq rt should be doing some- 
thing about The newt pert is the 
BDOS (Basic Disfc Opera* m^ 
System) this controls the func- 
tion of the disk drives and pro- 
vides processing of the various 
inputs flfvd ouipuis. These two 
parts will be the same for all 
machines. The third pari, the 
BIOS £ Basic Input Output Sys 
tern) is unique for each type of 



computer The BIOS is is a 
special piece of software, usual 
ly written by the computer 
manufacturer to connect his 
hardware ur>ro the other parts of 
CP'M The BIOS determines 
SilCh things dr$fc Capacity, disk 
format, how many and what 
type of disk drives, printer porta 
and any special fhJngs needed 
for his particular hardware set 
up This means that a version of 



IN THE PUBLIC DOMAIN 



Jhm m*to viad* m a g*nat *\ Mm 
ductkm te t ha fact, operation and 
function* of CP/M Bui al lh«»nri ol 
tt>a da v . whai doe* h t vtng *t dp fpr 
you > We*. w# li lie bmfc ing at 
plenty of ionww* in some dvisa *n 

trtJi^^j rfm^itm AiaiM^a mwII UMWt't h* 

iw^m^i^wt^i^P Pvn^Bvi mi ^•^■i i **• 

the lam* jrmouiTif of tennneictal 
johw At • av aHaow . roars is Itie 

ITk* mdkfii- Hnrnfekn nrntuhlbfiM 

I r*V fHIHW tjpmpin pr^QWif nff 

avert mors software than Hie 
commercwf eves and i*oi** of rhs 
major r aaaerai far CF/nTa popi*- 

NMVif m n prowem •* W| vwvm 
tnaery u aa iut pr o gram* . 

SiiM the early «m ©* Cf m 
computer antfiuaiaats nave bean 






dMdedlnte 
Wiiiifn e i in muih the aarm way as 



a normal boo* Mbrary a volume 
bMifl a<**kfuK of m#t*n»l Arftt 
volume may cortpn * aaamber 
o*mmjni vuui ■ or* ma< 
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A volume m uiu ally about 240K in 
tifacfcli being the capacity of th* 
vmftfti tided amgl* tfanafty a^ dhts 
on which thete laVeHei iwam fint 
dMHbuiafl 

Tne puaevy air tne pfoeranr* frovn 
th* pu6f*c Qiomain pnj natumty «S 
¥«Hed as rti aoiifcas Som* (*m»> 
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TWa ia aiao vary eaaM If yew mw 
pSBr^vne a nevr p^oerAinrnmg 
leneuage aa many «xjmp4te ef 
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CP'M set up for one machine 
will not run on another unless 
the BIOS can be modified. 

Over the veers CP'M has 
undergone a number of devel 
opments and is now available 
for 16 bit machines tike the IBM 
PC as welt as 8 bit machines 
such as the Amstrad. The latest 
version tor 8 brt machines if 
CP'M Plus which hj% some 
added features and the ability to 
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H CP/M 



;cornj n g those of the Public Domain and not worrying too much in the process . . 



handle larger amounts Of 
memory than 64K. which is the 
usual mam mum for 8 bit mach 
\rm* The actual internal work- 
trigs of CP/M cart get qn 
explicated but fortunately tn 
most cases ynu will not need to 
know anything about these to be 
abte to use rt effectively 

RUNNING UNDER 
CP/M 

The way in which CP/M is imple- 
mented varies from machine to 
machine Some machines rrfcce 
the Amstrad and the Epson PJCB 
have the CP/M stored in read 
Onry memory IROMI while 
others have CP/M on disk And 
when the machine is started up 
(booted) the CP/M is loaded 
from disk inin random access 
memory (RAM i If the CP/M is 
stored on disk it is quite often 
stored tm a few specially reserv- 
ed Tracks on the disk — meet 
CP M disks have at least one 
reserved track as does the 
Amsuad. Some times the 
reserved tracks contain the 
entire CP/M but with the more 
recent machines the system 
tracks tend to be used more for 
start up purposes, the major peri 
of CP M being stored on the disk 
like a normal program file. 

Once the machine has been 
booied and CP/M rs loaded, the 
serpen shows a prompt* usual ly 
A:> — the "A indicating that you 
an* logq^d into drive A_ CP/M 
can handle up to 16 disk drives 
«A <o P) but most people only 
have one or two, A and B. When 
the prompt appears, CP/M is 
ready to sccept some command 
CP/M recognnes two types of 
commands, built-in commands, 
and transient (temporary* 
commands There are severe* 
buiit-m commands, The first o*ie 
you are most likely to use is MR 
fDi reel pry) which fists the files 
en the disk. Other buili m 
commands are TYPf, which 
allows viewing of a text file on 
the screen- REN ffienamel. 
which is used to change the 
name of a file on disk: ERA 
(Erase) used to erase a disk tile, 
SAtfE used to save the contents 
of memory to a drsk file; and 
USER ifus is used to change to 
current user area 

If something is typed in which 
is nol an built »in command then 
CP M will look on the disk for a 
transient command. A transient 

cammsnri is actually s program 
That can tie loaded into memory 
and run- unlike a BASIC prog 
ram however a transient com- 
mand program ps stored on the 
(ftsfc m a form that the computer 
can read and run straight away. 



WHATSIT GOOD 
FORT 

The newcomer to CP/M can fmd 
>T .1 little strange and confusing 
to start with, particularly if he 
has onfy been used to using a 
computer which runs BASIC 
only. Under CP/M *f you want to 
use BASIC it has to be loaded 
first, usually from disk, then you 
can type in. load or save a BASIC 
program in the normal way, but 



PORTABLE 
SOFTWARE 



The ma^or contributing factor in 
the popularity of CP/M has been 
the way in which it made poss- 
ible transportability of programs 
between different makes of 
computer. This portability of 
software does however have 
some limitations Firstly we 
have the problem of obtaining 
the software on a disk format 



HARDWARE REQUIREMENTS 



You don t el course just get CP^M 
owa lamrte, load ft in and p*ay 
with ft. Over ifie newt taw months 
well be taking at ttie K ler i artsr U p 
rwTWtt#f* luRMwi and CP/w sort' 
ware, Bur frrinalry, what do y«4 
neetf In iffia way of e4trs Narewemr 

Much cart be done on a i ystem 
w*fc * sing** £H»k driv* but thta w 

••ny wvtVflrUIVlPiJp m wmr^m p y ypn 

as net amen tpaca M left for data 

cofMasofadWtaaltlkwM 

■nwjwe cftaneins 
||m#4 P*tDra fna wnoiSm 
oopied Many bnain— ■ proypfm 
aseuma that Hie user we* have two 
dttdrhm, ihe'A J rJrtw/ rahofcftfce 

> actual program and *8' to noW the 
detsrfW Afla*iemiin>srotr»i#c 
end M drive In the "RAJ* <*■*' tnia 

. Is a eecesii oi sssapiMsr memory 



which Is used aa If it ware a normal 
dbfc dftve HAM rjial ■ ran be vary 

useful for some sppNceticna as 
they *ra mu&% faster la operation 
navfcnfj no n>#cneniGei movme 
parts They do hwa s w r. hawe the 

etsewvsiitses that (see centsMs 
wfl o*Uy ce ratameo wnda t>i# 
maehfaia n tw riehw i on, so 
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mtnm eemptjtafm thai use RAM 

disks have a battery bum In sn mat 

the centenis &f9 not lost even 
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Moat »/M software Is daanjnad 
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with the advantage lhal CP M 
will handle the disk riles rather 
more elegantly Than ir> usual 
with a BASIC -only machine The 
real advantage of CP^M is (he 
huge amount of software avail- 
able You arc no longer restrict- 
ed to a certain variety of BASIC 
Virtually any computer 

language there ever was is avail 
able in some form which can run 
under CP/M, some of the most 
popular are BBC Basic. Micro 
son Baste, Cbasic. Pascal C\ 
Forth. Prolog, Lisp r Cdbol, Algol, 
Fortran, Ada. API, PL1 plus 
dozens of lesser known ones 
Because CP/M hat been around 
for a good few years now an 
enormous number of programs 
have been written for H and 
there ere now thousands of 
application programs to do fust 
about any thing one could think 
of. 



which our computer can read — 
disks can have varying numbers 
at tracks, sectors, number of 
reserved tracks, number of dir- 
ectory entries, number of bytes 
per sector etc, and computer 
matiuiectureri an seem to hm^m 
their own unique- idea of what a 
disk formal should be. 
This pan is not too serious a 

fjrobkrm as most software supp 
iers can supply programs on 
most of the popular disk for 
; There are also various 
firms who can transfer software 
between different disk formats 

BUT HOW 
PORTABLE? 

Although in essence a program 
writlen for CP'M should run on 
any CtVM machine, some 
programs such as word- 




proceesorSt which require the 
computer IO do iuch things as 
clear the screen end send the 
cursor to a certain position on 
the screen, will neeo to be Inat- 
al led' so th at they know what are 
the codes to use to do these 
things. Most commercial soft 
ware is supplied with a special 
INSTALL program that has to be 
run before you can use the mam 
program. Quite often programs 
-<upplietiii<" instafMsoyou 
don't nave to worry about this, 
Many programs such as I any 
uages anci utility programs do 
not need installing, at ail and will 
run right away 

Pre installed programs do 
have a drawback, ho wwve r, if 
they are supplied without an 
INSTALL program, as if when 
you ere in the money some time 
and want to change your com- 
puter voir will not be able to re- 
install the program for your new 
machine. Programs which use 
special machine facilities such 
as graphics usually need consid- 
erable modification to run on 
some other machine, hence 
there are very lew graphics type 
games available for CP/M 



THE EXCLUSIVE 
CLUB LOOSENS 
UP... 

UfllN feirty recently CP/M 
the main system used for bush 
ness micros, and Btkl the prices 
for ita software have landed to 
reflect this Although hardware 
prices have been tailing dramat 
icatly and machines such as the 
Am st r ad have put CP/M within 
SM reach of much greater 
numbers, software prices have 
not as yet fallen to the same 
extent. Many software houses 
are trying to hang on to Their old 
business user price structure, 
however there are signs that 
ihey are reeling rhef CF/M + s 
future now lies more with the 
home market and that their 
prices are going have to come 
down The indications are that 
programs which used to be sold 
for several hundred pounds w.ll 
probably end up costing €30 to 
£50 — and that can only be of 
great benefn to the average 
home owning Amstred user, as 
we'll be seeing throughout 
future issues 



*mXT mONTH A look at Cp/M 
Version 2. reviews ot some 
Public Domain programs which 
make life easier with CP/M. 
using the standard CP.'M utHrty 
programs and more 
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T a sword's word processor was 
available only a few months 
after ihe Amsuad launch so the 
package was designed around 
Che limttations imposed by the 
cassette system, The early ver- 
sion, Tasword 464 allowed only 
13K nf text space and a lot of the 
program was in BASIC. Later, 
when the disk drives began to 
take off, Tasman produced a 
much improved version called, 
Tssvmrd 484-B, this package 
was designed for use exclus- 
ively on a disk based syslem 
The immediate advantage was 
the increased text space, which 
was achieved by splitting the 
program into two sections; the 
main section, which did allot the 
graft, and the menu section, 
where the user called for files to 
be printed of saved etc But the 
important change was the inclu 
sion of a data merge facility — 
Tasword was growing up 

In simplistic terms data merge 
programs allows the user to 
write a document like a letter 
and address it to a large number 
of separate people. The name 
and address or each of the 
recipients is kept on a file and; as 
each standard letter is printed 
out, the program pulls in a name 
and address from another file 
and inserts it into each letter 
The effect is a series of stand 
ardised, but personal letters. 

Let's take as an example the 
case of a secretary of the local 
dog dub He wants to send out 
letters to each of the club's 200 
members and enclose the cem 
ificeies of registration tor the 
club members' mut or muts 
First let's deal with the letter. 
Initially what you will need is a 
list of each club members' 
names end addresses Using 
Tasword-D you could compile a 
document with just such a list, 
one entry of which could look 
something like thiv 

ANMarwell Fasnett 
&AThe Larches 
Hackerbrown Hill Road 
Milidpn 
Kimblewkkshire 

You will notice that the name of 
the member is preceeded by &N 
While the address follows the 
characters &A These codes ate 
significant to Taswortt-0 firstly 
because the It is recognised as 
being the J data merge charac- 
ter"; in other words when 
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DON'T UPSET THI 



The Amstrad computer has be en adopted by a host of software 
houses which cut their teeth oil the Spectrum Two of the most 
stalwart are TASMAN SOFTWARE and CAMPBELL SOFT Tesman 
became famous for their word processor ■' later upgraded 

to Tasworrt Fwo, Campbell Soft; headed by John Campbell, became 
renowned for their eicepl inn ally well designed database. Muster 
Fife. When Amstrad launched the 464 both companies took the 
opportunity to re -write their software for a machine thai offered 
greater speed, better text display and extra memory. 



i*dmnq 

■ompmNft 



FORMATTING 



-H centre line 
-E nove text riglit 
-J rejustify para (-U) 
•X re.ujst line (un--L) 



ofirreaiNSERf 

Oi*l 



lelete char 
r DEL delete word 
-DEL delete line 
-CLR clear text 
-I insert lineM 



OpfDH rWK3 

aiih«Top 



*scor?tf0i f=shift ^[=-;':. up he u 



Tesw&rd D comes across the ft 
Character while it is in data 
merge mode if knows it must 
insert some text from another 
file. The character after iha Si 
tells it which piece of text to 
insert. To continue with the 
example Now that we have 
written a list of the club 
members to a Ta&word D text 
file we have to compose ihe 
letter 

1M 

tut 



AN 

I am writing to inform you that 
the next Dog show will be held 
in the village hall May I remind 
>ers that we don't want a 
of last years goings 
it upsets the vicar 

Yours bla bla 

With the above letter in memory 



CmmM ItH MVKU StfNtf KSJCH »ri «Mf ! 



you can now select the Tasworti 
D option r Print with data merge'. 
You are then asked for the name 
of the file that contains the date, 
and that done the program 
checks to make dure you're not 
telling any 'porkies' by making 
sure the tile is on disk At this 
point the computer asks you if 
you want it to print a fetter for 
each of the records that it has on 
the data file or. if you want a 
Chance to veto any of 1 hem If 
you select the first option then 
all of the records are printed out 
and our example will look some- 
thing like this; 





ptfSivt hit**. .*. M-ft-f! 
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MaiTprftl* « opening pap* 



M a* well Fasnett 
The Larches 
HactvrbrQwn Httf Road 
Maisdon 
Ktmbtewtckshtre 

Dear Maxweti fasnett 
/ am Wfttrrtg to triform you that 
the next Dog show w*tt be held m 
the village" haif. May t rarrtmd 
members fAaf we don't warn a 
repetition of fast year's gorngs 
on because il upsets the vtcar 

Yours btebf* 

A simple letter like the one in the 
example above is very easy to 
use, but there is no reason why 
your data file should not contain 
a great deal more information if 
required. The certificate for each 
members' dog could be set up in 
a Tasword-u file with dala 
merge characters and identr 
left in the appropriate place You 
could, for example keep a file, 
not onry with the name and 
address of e$€h member but 
also with intimate details of Ihe 
dogs — type, sex and winnings 
etc TasworrfD data merge then 
processes them all in exactly the 
same way, 

Thens is, however t a snag 
Using a text file as a database is 
not a lot of fun After all a data- 
base is only as good as ihe 
information it contains, well 
that's what my Granny keeps 
telling me. The important thing 
is that you ar^ almost certain to 
want to update ihe informal 
or add to it f otherwise it wi.i 
become useless. The most ehl 
cieni way to do this is to use a 
data base program. 

Mast&rfrte is just such a pro 
gram If can be used either as a 
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tape- or disk based system 
Learn r ng to use this program 
bi* of an uphill task, mostly 
because the instructions arc 
up to the standard of T, How 
ever, once familiar with it you 
should appreciate just what a 
powerful arid flexible system it 
is Records can be designed to 



each record which gives the data 
when subscription renewals are 
due. Tasword-D could be mst 
ructed to send a 'kneecap or 
money ' letter to the defaulters. 

Master Fife has many more 
functions which make it ideal to 
U^e in conjunction with Tas- 
word-D but it also has one very 



start of tex< 
-+ end of text 
-f start of line 
-4 end of 1 ine 

-< scroll up 



cursor hquehent 



. fast scroll up 
-'* fast scroll in 
? 4 word right 
*«■ word left 
•> scroll itm 



be presented in almost any 
format, the entry of data is a 
linen Using such a program 
keep just a Nsi of names and 
addresses is an insult, but it's 
very forgiving and gets on the 
job without so much as a 
grumble. 

Apart from being able to store 
32K of information, more than 
you could hope to hold on a 
Tasword-Q file, Master Fife 
complements Tasword D bec- 
ause of the flexibility in design- 
ing the layout of the records The 
Ta$word-D data merge char- 
acter must be present at the 
beginning of each field, this can 
be achieved with in. An address 
can be stored in one field and the 
lines be separated with special 
Characters so when ir is proc- 
essed it can be broken to accord 
the accepted means of 
writing an address. It is very 
? riant to be able to keep data 
m some sort of order; perhaps 
you would want the names 
sorted alphabetically Theprob 
lam >* that you need to keep 
names in proper order; as opp- 
osed to army style. A recipient of 
I letter may lake S KO tjp tfe w GO ■ 
letter addressed; Dear Candy 
Robin In some data bases, 
storing the name as Robin 
Candy can mean that it is placed 
under ft" instead of C in the 
sorted list- ifailtor fifti allows 
you to separate the surname 
Troni the Christian names so 
avowing them to be stored in 
proper form and yet sorted 
according to Christian 

name Master fi'te can also be 
used to store numerical inform 
i which can be handy for the 
Tttwoni-Q conditional data 
merge You could have a fiefcJ in 



serious drawback. fasword-Q 
reads Ascii codes, it cannot 
understand a file which rep- 
resents characters or data <n 
binary form — a pity because 
that's exactly howMaster Fife 
stores its data The reason tor 
this is thai Master Fife can store 
a tot more data if it is compacted 
into binary form. The drawback 
means that not only are the fifes 
incompatible with Tasword-Q 
but also wi«Ih most olher sys- 
tems where you could use 
data 

John Campbell cannot be 
described as a slow thinking 
man Realising the enhanced 
value of Master Ffte if it could be 
linked lo TaswordD and other 
systems, he wrote a package 
called Master Fife 4S4 Program 
Extensions. It's a pity that John 
doesn't apply the same corn pac 
lion techniques to his software 
titles a&Master F*fe does to its 
data . The e * ten s ion package has 
a great many uses besides pust 
converting files for TaswordD 
but we shall have to deal with 
those at a later date. The exten- 
sion package comes in two 
parts M&Stexpt 15 the data 
export facility Mastproc can be 
used to perform operations on 
the files themselves. 

Before you can use Mastexpt 
you must toad Master Ftte itself 
and then the file you want to 
send Havmg done that you 
enter BASIC and toad Masrexpi 
Once the utility is running, you 
are asked a series of questions 
about how you wani the data 
written lo the output file. For 
example if you say yes to Data 
identifiers to be senf then each 
filed is OUtptlt to the new file 
with It and the field identifier — 



in our case that would be N so 
producing the accepted Tas* 
word-D data merge character 
&N followed by the name 
TaswordD can on fry work on 
data which has a carriage return 
and a tine feed, and that reo 
ment can also be satisfied by 
Mustexpt If you are sending an 
address field then you will want 
it written in the form that Tas 
wordO can use, in whkh case 
reply 'yes' to the option 'Edit line 
breaks'. When you have correc- 
tly answered the prompts you 
are asked to provide a name for 
the output file. The newt thmg 
you know you ere the proud 
owner of a file listing lots of dog 
owners and whatever other 
information you wanted to inc- 
lude Now you can show that to 
Tasword-D and watch the pnn 
ter blow up as it churns out 
pages of personal letters. 
Master Fife and Mastexpi are 
vital tools if you aie going to use 
the power the Tasword D data 
merge operations offer to the 
full While TaswardD is a very 
clever and powerful wordpro 
cessor the disk version has been 
criticised for being slower in 
moving from the edit screen io 
the main menu, the menu is in 
fact a overlay file. This was done 
to allow a much bigger text area 
n was available on the early 
tape version. The neatness of 
Master Ftie is destroyed when 
using the export facility because 
in part it has to occupy the same 
area Of memory as the main 
program This means that to 
export a number of different 
files, both Master File and the 
extension must be loaded each 
(imu a file has been processed. 
However, both companies are 
working on improved versions 



of their respective software. 
Tasman are soon to launch 
Tasword 6 J 28 which will allow 
files 64K long More of the 
program will bt fan the computer 
at any one time and many of the 
functions have been speeded 
up To complement the new 
program, Tasman are about to 
launch Tas-Speff m a spell checker 
with a 25,000 word dictionary 
which will allow ihi? addition of 
more words. The spelt checker 
will be available for the entire 
Am s trad range. 

Campbell Soft aren't exj 
Sunning themselves up in the 
glens either John Campbell is 
working on a 6178 version of 
Master Fife whtch will have the 
export facility built in as well as a 
lew more Options 

The Amstrad machines have 
been hailed as useful business 
tools because they can run CP/ 
M software, while this rs true ,■ 
isn't the whole story Sofh 
Tasword D and Master ffh 
very competent packages 
capable of being used in many 
business environments but at a 
price which is deceptively low A 
good example is the use to 
which both of the programs 
have been put on CRASH mag- 
azine A Great deal of the CRASH 
editorial is Written using Tas 
word while all of the com pel ■ 
tion winners for CRASH, ZZAP" 
64 (and soon AMT|X»t are ante 
red and sorted using m It 
produces labels so thai pruw 
can be sent to the winners and 
then exports the data to an 
Apricot for inclusion in the 
winners list to be printed k 
magazines. Of course we could 
use DBase ft, we have it some 
where — but why use a sledge- 
hammer to crack a nut? 




The main command menu from Tuword r Kcamung rrwro* 
opftftt kin with data from Camphetteaft* Misteri i~ 
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... In wfilcii we meet die little Irish leprechaun 
Sean Mastersen tor (tie first time, and he Introduces 
us not only to his wee grotto but also a few gremlins 
and an oddly coloured moon, as well as dusting on 
some books... 



he Amstrad range seems to have attracted 
adventures en masse, both original and as 
conversion* from other machines, faster than 
I've ever seen on another micro Nothing to 
complain about I admit but ft means that too 
much has arrived on my desk to review them 
1 ail this month (1 could have had an entire issue 
j to myself), H it keeps on like this Jeremy 
Spencer (or Big J a* he's called} is going to 
have to give me more space or a lot of good material will fall 
by the wayside Still, with luck you should get to see features 
on Level 9 and a new company called Bth Day, over the 
course of the next couple of months 

As far as conversions go. there is of course an awful lot of 
existing material, and this is helping to enrich the Artist rati 
software base. With new Amstrad-o rig in ated ad ventures, an 
important factor is the ready availability of disk drives — the 
Spectrum has had to wait for ages for drives, and even now 
they are still expensive compared to the price of the machine 
and not widely distributed; whereas the Commodore's 
infamous 1541 disk drive is very slow. All this should 
promote the development of disk -based adventures with a 
far greater sophistication than is traditionally available 1ot 
other micros — another enrichment 

In addition to looking at the past, new trends and current 
games, there will be playing tips fot adventurers, and this is 
where you come in — if you have any useful tips on any 
games that you would like to share with other AMTIXt 
readers, then write in with them post haste V\\ also be 
running a help contact line; all you do is write in with a list of 
the games you think you can help others with and I print your 
name and address so readers can send stamped addressed 
envelopes for you to return with the tips (you can have your 
phone number in as well, if you think you can cope with the 
publkftyM 
But of course, the prime object is to keep up with the new 
- as well. Anyway, here are a few titles to whet your 



m 



: .e:.i-t:! T : T .^U|-r-r| 



■ 



mmilll nTTTTTITTTTfTTTTf 



iiliii 





Level 9 Computing, £9.95 

MM 

ew releases 
from Level 9 are 
always wel- 
come. For ces 
sette based 
games, they are 
clearly (he lead- 
er? in the field. 
ft#d Moon is 
another example of their ingen- 
uity and imagination, providing 
a quality of game in q different 
league to those of their com pet 
ifors Enough Of thi$ high praise* 
I won't get paid more for it. Let's 
have a look . . . 




read the book however r yot# 
should appreciate some of the 
narrative derails which may well 
be lost on others 

Sometime, long ago. tit* 
moon was red It shone with the 
power of magifc and allowed the 
existence of now mythical 
beasts. Every so oh en, the paths 
of the sun and the moon would 
cross and the two would h 
The moon became ififaatflf Thr- 
ough the centuries but few 
noticed the effect. 

Then one day, all the castles 
fell out of the sky as the mana 
(the stuff of magikt became ex 
hausted. Afterwards, tow Spell* 
worted. Those that did would 
eventually fail as what little 
rnana remained, disappeared 
forever A new moon had id be 
built So the Red Moon Crysial 
came inio being and was placed 
in a tower m the land of Bask 
alos, Life being the uncompro- 
mising struggle it is. the crystal 
was Stolen. Rod Moon is the 
story of how you recovered it 

The game follows the estab- 
lished Level 9 formal, containing 
two hundred pictures, the op- 
tion of pore tent display and 
single command If ho ugh 
necessarily two word I input 
Text is in the standard Amstrad 






t to P*d noon, 
tCJ lfti froi u*v«i ■ 
cotapu ting. 
you ir* on a «id«, fiat grassy 
Plain, b«ud by the wallow 
sun. Extta er* norin to « 
itttp foci si***, cast to 

>OtKQl*, »OUth tO r 

* Q u n d And »*tt to a g r iis^ 

■ound P 



The introduction is supplied 
on the reverse of the slip card, 
being in Ihe form of an old story 
teller reliving the experiences 
you are about to have* It's an 
atmospheric little detail and 
helps whet the appetite whilst 
the game loads. However, I dkj 
recognise references to two 
characters from Larry Ni wen's 
classic fantasy The Magic Goes 
Away* yet I saw no credit for thte. 
I hope Level 9 haven't done 
anything naughty, If you have 



character set (Level 9 have made 
some costly mistakes with exp- 
erimental character sets on pre- 
vious games). Level 9 also exp 
enmented with a type ahead' 
System whereby the program 
doesn't force you to wan far the 
next command until it has pro 
cessed the previous one. The 
idea is, that you can type away 
merrily and the computer 
catches you up, thus allowing a 
speedy dash through those 
Sea ions where you know what 
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ytKJ Are doing On earlier names, 
rhis had some drawbacks, but 
Aiih flerf Afoo/i ihey have all 
been ironed Out so you tan 
really hurtle through. It may 
seem like a small point, but it 
does add greatly to the polish of 
the program 

The graphics aren't the grea- 
test ever seen on an ad venture 
game but then, the adventure is 
more substantia! Chan most I 
Still* they ere well drawn and 
colourful and compared to the 
graphics in a certain other game 
reviewed fn This column, you 
would think R#d Afoprt'a had 
b66n written on a Cray ' 

in the game, you play the one 
brave magician who takes upon 
himself the task of recovering 
the crystal and as such you have 
the option of using magik so 
long as you possesses the cor- 
rect objects and this feature 
wor ks q u i te we II Becau se of t he 
weight restrictions imposed on 
you end the necessity for ot nor 
non— magical items, you have 
to be careful about where you 
use certain spells and when to 
disregard them. In using spells, 
the command is CAST, followed 
by the spell's name and the 
flu action in which it is to be cast, 
for exampte; CAST SCOOP 
WEST Before a spell may be 
need, its 'focus' is required, each 
spell having an attachment to a 
particular object such as a pearl 
for the SNOOP spell, which lets 
you took into a nearby location 
Here, the weight restrictions 
force you rnto the traditional 
adventurers bene - the darting 
back and forth between loca 
hoo* m a frenzy dropping and 



picking up required objects, This 
is when you really begin to ap- 
preciate the type ahead ' 

In addition to magik, Ped 
Moon also incorporates combat 
where you pit your strength lor 
hit points) against various assai 
its and guardians, 
using such weapons as daggers, 
swords or magical cloaks Once 
a combatant net been killed, 
however, they are so totally out 
of the game that you can't even 
examine them to see whether 
they had any other informal""* 
to impart - obviously, dead men 
don t tell tales 

The problems are not loo diff- 
icu It and log ic w i 1 1 a I way s U ndan 
answer for you, given time But 
it is the atmosphere that gets 
youf As with aM Level 9 adven- 
tures, the location descriptions 
are copious and detailed, adding 
enormously to the unfolding 
story tine. So atmospheric are 
they, that the locations seem 
halt lit and there's a fantastic 
effect of constantly being 
watched I could have stayed up 
all night playing Pod Moon (bul 
the guys at the office threw me 
out). I have no criticisms worth 
mentioning when it comes to 
this game; it's a perfect example 
of how to write a graphic adven- 
ture. No gimmicks^ fast intelli- 
gent. Buy ft 

Atmosphere 92% 
Plot 90% 
Interaction 86% 
Instability 84% 
Value for money 89% 
Overall 94% 
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Mirrorsoft, £5.95 cass 

irmrsofl have 
been attempt - 
ing to make 
\f\ themselves a 
credible soft- 
ware house tor 
some time now, 
So it was with 
some enthus- 
iasm that t opened the AshJk&ron 
package at the office yesterday 
The game is a mixed graphics 
and text adventure of the fant- 
asy genre which, at first sight, 
has some rather interesting feat- 
ures 

The game arrived neatly pack- 
aged in a standard cassette sized 
box with transparent cover and 
full colour in fay, However, 
Mir rorsott have still got quite a 
way to go, regarding computer 
adventure games and that fact is 
typified by this game. Without 
sounding unfair to Mirrorsoft + I 
do not want to spend too much 
time commenting on AsM&ran, 
as it was, quite frankly atrocious. 
The plot is the usual offering, a 
quest to be completed withm a 
certain time limit. The reward? 
The hand of your Princess in 
ma mage I Okay, don't fall over 
with the shock. It's far more 
sensible to start off simple; 
there's more chance of doing 
the pb well 

All the more amazing that 
Mirror soft got it totally wrong I 

Trie game consists of mixed 
text and graphics display but 



there s nothing to become 
excited about here. The text is 
simplistic end the graphics ate 
appalling it's terrible to have to 
be blunt about games like these 
It would be much easier to use 
such phraseology as 'fell short 
of their asplrat^OTO- , It doesn't 
sound ao bud Bui H gfai the 
impression thai it nearly made 
it There's no way Ashimon 
nearly makes it to anything 
other than (ha Mil 

The logic is terrible. When 
night falls, the views are still 
shown in daylight and when you 
die it sometimes says that you 
have fasted several days. The 
vocabulary is either embarrass- 
ingly small, or the input routines 
are up the creek because lh* 
game hardly understood a word 
Fsaid. One gimmick which ought 
to be a saving grace, is the fad 
that moving can be handled by a 
joystick. This should have 
speeded things up a little bul 
because the graphics window 
uses primitive screen Scrolling, 
getting anywhere takes ages 
anyway 

there may be some interest- 
ing puz/les in the game some- 
where, but they aren't realty 
worth finding The whole affair 
seems amateurish and half- 
finished Ashk&ron, I'm afraid, 
tsnt destined for anything other 
than oblivion 



Atmosphere 28% 
Plot 25% 
Interaction 22% 
Lastabiiity 17% 
Value for money 23% 
Overall 20% 




THE WORM IN PARADISE 

No flavouring, no stabilising, just adventure 

£9,95 on AMSTRAD, ATARI, BBC, CBM, MSX, SPECTRUM etc. 
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AN INCENTIVE TO DO IT YOURSELF 
ADVENTURES 



STOP PRESS 

JusE hold i( j minute. This artick? 
cannot go to press in its present 
cond i r i on Wh y 1 Wei I, there a re 
two reasons. Firs! of alt, despite 
our great editor's strong 
convictions an the matter, I am 
not a leprechaun t I'm as English 
as Mu hammed. Anyway the 
second reason isthis Imaging 
Owning a disk based Amstrad 
system Many otyou probably 
do already. Right then, there is 
relatively little hope of ever 
getting Infocorn to produce their 
games on this great machine 
simply because it isn*t big 
enough in the states AH those 
Atari and Commodore owning 
friends ot yours probably 
remind you of this annoying fad 
from time to time , Jea Ions ? Wei I 

Imagine graphics at least as 
good as those found on 
Aclvfiniiire International games 
coupled wilh cassette or disk 
based adventures I using 1 ?BK if 
necessary), with full sentence 
multiple command input and 
disk accessing ability, Imagine 
being able to write them 
yourself as stand alone 
programs, without any 
programming ability. Imagine 
the whole package costing 
around £25. I've seen it, No, I've 
not been on the poteen! I've just 
seen the best reason for an 
adventure games player to 
invest in an Amstrad, 

Everybody has heard of The 
Quiff by now. It has resulted in 
many games appearing from 
non-programmers and 

response has always been 
muted. To me, it is irrelevant 
whether games are Quilled or 
totally original, as Jong as 
they're intrinsically good But 
The Quiff and its successors 
have always had thei r 
limitations, basically in (he way 
of interaction with the player, 
Some professional programs 
have suffered the same 
problems, to be fair. 

The awkwardly titled Graphic 
Adventure Creator by Incentive 
is about 1 o cha nge at I of t h at , If 
you're using a standard 64K 
machine, the program leaves 
you about 2bK in which to 
construct your game, it's so 
efficient that this is more than 
enough to work out an 
adventure of decent si*e. A 
better version will be available 
to access the extra memory 
from RAW expansions or the 
CPC 6128 and all of them give 
you th e opt ion of creat i no a t rue I 
disk* based adventure. I should 
explain at this point that the 
version shown to me this 
a he r noo n was u n fi mshed . There 
are bugs to be sorted out bur *r 
did work and do everything that 
■t was supposed to. 

We played a small sample 
adventu re wh ich a Iready ex rsted I 

88 AMTIX November 1985 



on the disk. The graphics were 
nothing short of stunning. They 
wiped anything I've ever come 
across on adventures for home 
computers into the ground, 
Then, we discovered the 
vocabulary and syntax 
flexibility The result was easily 
as stunning as anything ever 
seen on an Infocom game. Yet 
the most astonishing fact of all 
was that the whole system was 
ridiculously easy to use and 
would still work out 
considerably cheaper than the 
equivalent Qurttffttusirai&f 
which is the only other package 
COmin-g anywhere near to GACs 
specifications. As for speed, 
don't worry. It is incredibly fast. 
If anything it's faster than its 
predecessor 

Graphics first then GACusns 
the hrgh res four colour mode 
for the top half of the screen 
However, with mixed colouring 
end shading you can get about 
ten colours on any one screen 
from a palette of twenty six, plus 
background Apart from 
drawing, which is accomplished 
by the usual method of dragging 
a cursor around the screen, 
Ihere are presets of elipses and 
recta nq I es which can be the 
same size as the graphic display 
rtselt 1 - Editing the graphics is 
easy but there are so many 
details of this and other features, 
that much will have to be left for 
e proper review. There is a RLL 
command hut it's rather 
unusual. Depending on where 
the cursor is located, only 
certain areas of the region will 



be filled on a given 
implementation of thr> 
command. Apparently, a proper 
FILL command was tested but 
eventually left out due to 
memory restrict ions and the fact 
that this one is faster. The 
graphics certainty don't suffer 
by ih e result. 
Text input is another strong 

Kim of GAC. Voca bu la r ies ca n 
as large or as small as you 
require, Words are placed in the 
table in alphabetical order so as 
to improve search time GAC 
can accept words of any length 
as well. This is a significant 
i mpro ve m ent. The Quilt cou I d n F t 
distinguish between 'river' and 
r r i vet' lor instance, because it 
only responded to the first four 
inters of each word. Now 
authors can be as versatile as 
they like with vocabulary You 
can pul in definite articles and 
adverbs so the interpreter 
doesn't just analyse the first two 
words thinking one is a verb and 
the other is a noun. If you do 



decide to go for two word input, 
then because of ihis feature, 
even something like LAMP GET 
will be understood. 

If you knew exact fy how an 
adventure was done, right down 
to each individual command, 
you could type them all. in full 
English, as your first move and 
then watch the adventure play 
itself right the way through to its 
end Considering these features 
are available for cassette users 
as well, it seems that one of the 
greatest hurdles met when 
trying to sustain an atmosphere 
in a game fie interaction! has 
been overcome for the home 
user. 

As I've said already, this was 
an unfinished vefsio-n and the 
lime to have a really in -depth 
took wasn't there You can be 
sure, however, that when the 
final version arrives on my desk,. 
I will be there, waiting , . , 

Sean {I'm not a leprechaun) 

Mjsterson 
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CRL Presents 
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enesis 

Trie Complete 
Adventure Creation System 

AMSTRAD CPC 464/664 

£9.95 




tenesis 



ra or adventure 



incredibly user-friendly operating system has been distorted to cdbrw even the 
most inexperienced computer user to create stunning qraphk adventures with 
amazing 3 i' funnel musk atut 'sound effects, which mil run independents 
Genesis when compkied. tlverytt u nttd to create unit adventures are 

uuiuaVd in tfils paefcaae. 



U V nave aiso inciuded a free adventure game In like Minsk' 10 get you started, 
ais, lis iirUv limit i* \vur imagination. 



CRL Group PLC, CRL House, 9 Kings Yard. Carpenters Road, London E15 2HD. 
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The Touchstones of 



Adventure International, 
£9.95 cass 

Au th o rs : M ike Wo od - 
roffe, Brian Howarth, 
Teoman Irmak 

aving had prev- 
ious dealings 
with the Com- 
modore 64 vers- 
ion, I though! I 
knew what to 
expect from 
Robm of Sher- 
wood There art* 
similarities but there are 
some areas where [he two 
version* differ 

The plot, based on the TV 
series, involves you* as Robin of 




course, searching for the Touch- 
stones mentioned in the I 
They are important for various 
reasons wh ic h are not necessa ry 
to go into here In fact, the game 
is a quest for everything: your 
equipment, your comrades and 
even Marion, your prospective 
spouse! 

You start off in typical Advent- 
ure International fashion, stuck 
in a dingy dungeon in Notting- 
ham castle {being stuck in a 
room is typical — not the fact 
that this one is in Nottingham)! 
Once you get out of there, the 
game lets Will Scarlet and Much 
trie miller's son (who had be&r\ 
imprisoned with vou) escape, 
but your hard work is only just 
beginning. 
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Vou are in heruood For 
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Graphics on Adventure Inter- 
national games tend to be above 
average but then they don't 
have the volume, of pictures ihei 
you wo u Id f i n d in a Level 9 g ame 
so it's really a case of you pays 

S&r money and takes yer choice, 
till, some of the views are quite 
stunning considering their relat- 
ive unimportance to the game 
and I thought they were margin- 
ally better implemented on the 
Amstrad version than on other 
machines. However, there are 
also some which have gone 
missing from this version for no 
apparent reason. This is quite 
annoying because although 
machines like the Commodore 
are more thoroughly under- 
stood, due to the fact thai they 
have been around So long, the 
Amstrad is a more powerful 
machine and could have easily 
handled an equivalent amount 
of screens. Is this laiy trans- 
lation from Adventure Inter- 



ou see 



Heme the Hunter. Nottingham in the 
distance . 

Exits: NORTH SOUTH EAST WEST 



WHAT NOW ? GO SIGHT 

- — WHAT NOW ? GO UIHDOW 

Suddenly Heme the Hunter appears. 

speaks, 'find six Touchstones of 
Fh i ann cm and return the * t o their 
rightful hone 1 . Hit <ENTER> 
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national? 

One of the great stumbling 
blocks for Adventure Internat- 
ional games is that they have 
generally interior vocabulary to 
that of their competitors. Unfort- 
unately, nothing has changed 
On Rot?*n of Sherwood, Ten 
minutes after you have figured 
out how to do something, you're 
still going to be trying to get the 
game to understand you. 
There's really no excuse for this 
arid it is surprising that Al have 
never really taken the problem 
in hand. They certainly could 
improve their games if they 
wanted to 

Screen layout is the now fam- 
iliar One Brian Howarth has 
employed ever since the days of 
Digital Fantasia, with the lower 
half displaying the scrolling text, 
and the separated upper half 
containing the graphics The loc- 
ation descriptions are short, 
relying on the graphics for 
atmosphere, and 'seen' objects 
are often lo be realty seen in the 
picture above. Fortunately, 
there is a good EXAMINE, and 
this tends to be essential lo 
further the action. 

The difficulty level is weil set. 
despite some frustrations due to 
vocabulary problems, but my 
overall impression was of dis* 
appointment that they had not 
done more with characterisation 
and plot sophistication, How- 
ever, the game isn't bad and in 
fact fans of the TV series would 
probably find it a worthy adriu- 
ion to their collection despite its 
limitations. For anybody else: 
weU. you could do worse than 
have this game but there are 
more rewarding challenges 
awatting you in other games. All 
in all, if you can spare the 
money, then buy it — but don't 
make it a top priority. 

Atmosphere 70% 
Plot 61% 
Interaction 63% 
Lastability 56% 
Value for money 68% 
Overall 70% 
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AN EPIC ACTION ADVENTURE SPANNING FIVE HUNDRED YEARS, 
FROM THE FIRST EARTH COLONIES AND CONTACT WITH THE 
TERRIFYING ALIENS, THE SEPT, TO THE FINAL BATTLE ON THE 

SEPT'S IMPERIAL PLANET OF GATH 
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FOR THE SPECTRUM 48K 
AND AMSTRAD CPC464 

PART ONE: MARS PORT - SEPT. & 
8ARTTWO: FORNAX - JAN 86 
PART THREE: GATH - APRIL 86 



GARGOYLE GAMES LTD . 74 KING STREET. DUDLEY, WEST MIDLANDS DY2 8QB 
Telephone: (Sales) 0384 238777 (General) 0384 237222 
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Retailers don't a (way* have everything In stock 

you might want, but if tt is within c ur power to 

get ft for you, then we will. Any of I • software 

reviewed in this, or any. Issue of AMTfX ! c-^n be 

ordered using the form below — In fact any 

available software lor the Amstrad that exists we 

undertake to do our best to get It for you* 

AMTtX! Mall Order is backed by the resources of 

Newsfiefd, which (in m*so€l*tkof% with the 

magazines CRASH and ZZAP1 64 1 has been 

supplying over 150,000 Spectrum ^nd 

Commodore 64 owners With mall order Items for 

over two years, so you can be sure of the very best 

in service. 

There's no mall order catalogue involved —just 

u%m the prices quoted In the pages of AMTtX 1 or 

the known retail price. If you have any queries, 

just ring the number shown on the form and our 

staff wfil advise you. Anyone may take advantage 

of the discount coupons on the form which allow 

£1 off orders worth more than €20 Bi%d SOp off 
orders worth more than £ 1 0, Postage mnd packing 
- luded in the price of the game* 
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Adventure International 

£9.96 Cass 

Author: Brian Howarth 

ased on the 
famous film, 
Grwnfins first 
appeared in the 
early Mimrner 
of in it year on 
various rival 
machines but 
hfli onJy ngw 
appeared on the Amstr ad As it's 
one of Adventure international's 
better efforts of lale. this is no 
bod thing. You play the part of 
BiMy. the youngster who was 
given a Mogwai as a pel by his 
eccentric but inventive father as 
a Christmas present. As in the 
film , you were tricked into mal- 
treatment of the hi fry I itti e craet- 
ure and now Kingston, the small 
town where you five, is threaten- 
ed by e rampaging horde of 
Gremlins. 

You have to wander around 
the town collecting the equip 
necessary to defeat the 
before the situation 
gets hopelessly out or control. 
There is a time limit in terms of 
the number of moves you can 
make before they overrun the 
town. Most of the idea* ere 
taken from scenes in the film but 
they have been modified to 
avoid making the whole affair 
too easy There is a constant 
fascination for the speed at 
which the or em Sms wort and the 
feeling of desperation at the 
overwhelming odds created by 
their numbers. Some of the 
methods of gremlin extermin- 
ation are realty sick, though. You 
start to think you might stand a 
chance after all* once you have 
practised your culinary abilities 
on them with the microwave 
oveti. 
The display is pure Howarth 
wrth stunning graphics in 
i top half of the screen, and a 
scrolling text window at the bot- 
tom providing location descrip- 
tions so short that without the 
pictures there would barely be 
en Adventure to play, Unlike 
ftobfft &f Sherwood, there are 
graphic d replays for every loc- 
ation (that I got To — didn't quite 
manege to finish it, I admit). The 
graphic* are exceedingly well 
presented though unlike the 
Spectrum version there are no 
amusing animations. That's « 
shame I used to kove watching 
the gremlin in the food blender 
— whoops I Mustn't give too 
much away The lack of anim- 
ation does not detract from the 
atmosphere, however. The lik#- 
net&es of the Irttte horrors and 
the winter locations are remark- 
able considering the four colour 
limitation 

Actual communications with 
the computer are not as contriv- 
ed as on some other Adventure 
Internationa! offerings, though 
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there is still the limitation of two 
word input and the vocabulary is 
still slightly unfriendly when it 
comes to accepting words. By 
and large, I managed to make 
my point often enough how< 
ever, without having to Spend 
ten minutes per commend 
trying different word structure* 
Nof bed for en Al game but 
nowhere near IntoconVs stand- 
ard lah, if onky Infocom type 
games would appear on the 
AmstradJ. There can be odd 
moments of ambiguity regard- 
ing Gremhns but that really 
reflects the nature of some Of the 
puzzles and to examine them 
now would give too much stway 
Then again, the whole thing 
could be en illusion created by 
the strain of writing this column 




for Jeremy arntf doing tit the 
Other things around here like 
feeding the busker, drinking vast 
amounts of old flatulence 
bitter . . . 

Anyway, you should find this 
game worth your attention, rfs 
witty, has some excellently 
deceptive ideas which means 
that even if you have 
film, you won't be able to solve 
the adventure overnight and it is 
presented to Adventure Intern- 
ational's usual high standard 
The game isn't that massive as 
the graphics eat up much of 
memory but then again, it's not 
the sure thai matters as much as 
how well constructed it Is, 
Gremfms offers « game well 
pitched in difficulty, which is to 
say that it's easy to play without 



being obvious all the while. 

Atmosphere 81% 
Plot 69% 
Interaction 64% 
Value for money 76% 
Overall 77% 
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NOW FT REALLY HELPS ME 
when I know what I'm supposed 

to be writing about (no comm- 
ent please. Big J) At the 
moment I'm not sure whether 
th i s i s su pposed to be a n ad vent - 
ure yames column or a book 
review column as the mighty 
Spencer has |ust thrown a 
couple of boohs in my direction 
whilst grunting something 
about fhern taping my iob lo 
review Cheer s. Mt emy, thanks 
I'll just read both of them during 
my lunch break and present a 
full synopsis before you can say 
'professional suicide/ Alright, 
let's have a look 



The first one is called Writing 
Adventure Games on the 
Amstrad* by Mike lewis and 
Simon Prtce Published by M#j- 
boume House, it is a medium 
format paperback, approximate 
IV 1 70 pages long a rid reta H ing ai 
€695 me book consists of 
essays on the general philos- 
ophy of adventure construction 
which would be applicable to 
most home micros As well ^s all 
this valuable material for the 
budding designer of such 
games, there is a If sling of the 
authors 1 Adventure Kernel 
System jAK$) r a kind of mini 
Quflf complete with a start up 
adventure. 



In fact, most of the book 
dwells on this system* dealing 
with data compaction tech 
niques and logic It's designed 
so that a total beginner to com- 
puters could dive in and get 
programming I can't tell 
whether this was intentional but 
it seems to work well enough 
The book is clearly laid out and 
the listings are well printed. 
(Incidentally, there is a cassette 
available if you cant bare exten- 
sive listings — details in the back 
of the book). 

ft is slightly disappointing in 
that it concentrates so much on 
the authors' particular applic- 
ation of their philosophy rather 
than discussing the principles 
themselves more deeply; but to 
be fair, the way ft has been writ- 
ten is probably more practical 
for the majority of users. 

It's an entertaining work 
the subject 
i out , if slight- 
ly blinkered point of view 
There's an especially interesting 
introduction to adventure 

fames for those wishing to 
now about their origins. 
Messrs Lewis and Price have 
written a respectable book* 
which whilst not being definit- 
ive. eouW certainly provide an 
excellent introduction id the 
genre 



11 .1 -till ' IILI.MIll 

which approaches 
from a well thought i 



The second book is published by 
Duckworth (some of whose 
adventures I will be looking al 
shortly L called Exploring 
Aifv&ntur&$ prr the Amstrad 

(what exciting titles these books 
have J. ft is written by Peter 
Gerrad. the author of Cotossaf 
Cave Adventure which is Duck- 
worth's versFon of the original 
adventure gam«, made famous 
on home micros by Level 9 This 
book is marginally larger than 
the one above, being approxim- 
ately 260 pages long yet still 
only ES.96. 



bourne House offering. 

Even so, there are fa 
associated with this books 
attempted universality- There 
BfB some sections which really 
belong nowhere other than the 
Amstrad manual this helps 
explain what's going on tor 
those who have never before 
learned to program but as all the 
work is in BASIC, its hard to 

Kstify their appearance here. 
Terences to I he relevant tech- 
nical journals would have 
sufficed, 
Both books will probably 










1 must admit, t found this one 
more enjoyable because of its 
more open ended style Mr 
Gerrad obviously adores 
adventure gaming and a great 
deal of nostalgia for the early 
days of the hobby, permeates 
the pages of his work. You are 
introduced to the hard work 
aspect gently and only after 
you've read through a section 
that could probably get anyone 
interested in the subject. 

There are some interesting 
discussions of possible plot 
lines and gimmicks for your 
games which are reminiscent of 
essays in mawines such as 
Whit* Dwarf. There are also 
three sample adventure listings 
to whei your appetite but these 
are written in a style rather than 
a strict system, as in the Mel- 



suffer from the existence of util 
■ties like The QwH Such prog- 
rams are easier to use and your 
adventures will run faster on 
them (unless you can compile 
your BASIC). However, both 
these books explain the reason 
mg behind adventures in In a 
way that utilities never could 
and they're cheaper. Both are 
good as well, but it depends on 
w+tal you're looking for. If you 
want to see how a sensibly dev- 
eloped system evolves theft 
Writing Adventure Games on 
the Amstrad is definitely the 
better buy If you're looking for 
flexibility and you are more of a 
Curious beginner then fxptormg 
Adventures on th* Amstrad is 
probably more suited to your 
flMds. 
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Yes folks, it's vet Another 
shoot-em up with RAID, an all 
action plane driving game from US 
Gold. ^^ 

They could efcsity have called it 
RAID OVER LUDLOW — the 
comparative peace enjoyed by a 
competition writing minion sitting 
in AMTIX Towers in not-so-sunny 
Ludtow is regularly shattered by 
low flying fighter planes. I really 
don't know why they have to keep 
looming past at about nought feet 
making such an 'orrible noise. 
They could just as easily clear off 
to the north sea, or somewhere 
equally sparsely populated. 

rf I had my way, they would 
appoint a Traffic Controller for the 
air traffic over Ludlow's sleepy 
byeways, and get rid of the nasty 
yellow banded thug they have 
patrolling the streets, picking on 

rannies who park on the kerb tor 
Jve minutes white they pop into 
the chemists for some pills anrf 
potions to ease their arthritis 

But enough of this wittering 
about the state of the airspace 
above Ludlow— on with th& 
competition, which is simplicity 
itself. All you've got to do to star 
m chance of picking up one of the 
thirty prizes on offer is fly your pen 
low over this word square and ring 
round the following words; then 
"op your entry into the post. 

First correct solution out of the 
bag on 14th November, wins a 
little black box which contains an 
interface which you can bolt onto 
the back of your Amstrad and use 
to get talking to the world. Its the 
Official Amstrad RS232 Interface, 
so there. Oh, and a copy of RAID to 
amuse yourself with. 

Twenty nine runners up, no less, 
will have to make do without an 
interface but will have a copy of 
the game to practice their low 
flying techniques with .... 
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CONCEPTS OF CONQUEST 

Hot from his exert tons in the adventure grotto with the 
leprechauns, SEAN MASTEHSON dons a tin hat and 
looks at the state of strategy games, and at two in 
particular, 

AR AND STKATEfT gaming represents one of the 
strangest of all genres in the computer 
gaming world. Such games are rarely best 
sellers, even more rarely do they achieve 
household name" status such at Space 
fnv&ders, yet they a to be written and 

always maintain an avid following. Why? In 
the very early days of home computers and 
even before Then graphics and sound cap- 
abilities were faidy limited. Nobody had ever 
dreamed of Elite or anything of that nature. 
However people still wanted to create games 
The first adventures appeared They now 
hold their own in the gaming field. Their 
appeal was something totally new Infocorti 
called it interactive fiction' and it was bound 
to capture people's imaginations. 

first home wargames appeared 
using the same design proc- 
esses as those early Chess pro- 
grams. Rote Playing Games 
such as Dunge&ns & Dragons 
had yet to create much of an 
impact on the domestic games 
mi irket but wargames already 
had a strong following They 
had even achieved massive 
public appeal with games hke 
DtpfomAtY. There were intense 
arguments over whether playa 
bihty should take precedence 
over authenticity as games of 
strategic sire could take months 
to play to their end. Using the by 
now, relatively cheap home 
micros to do all the hard work in 
providing, refereemg and analy- 
sing warqamns was an obvious 
move. 

Like Chess, wargames cannot 
be mastered over nig hi (unless 
they are exceptionally bad). 
They tend to hold little appeal 
from the point of view of instant 
playabrlity and reward However 
they have more potential tor 
maintaining interest and provi- 
ding a challenge tor a player 
who enjoys a battle of wits and 
logic Just from an abstract 
aspect, the attraction of such 
games is obvious But beyond 
This abstract analysis, there is 
the challenge of seeing if you. 
with the gift of hindsight, could 
have changed the course of 
history in terms of aN of human- 
kind's greatest conflicts. 

This particular side of gaming 
is what has drawn most people 
to the hobby at some time or 
another ft has egotistical over- 
tones, granted, but these are not 
necessarily unhealthy. Very few 
people enjoy killing for killing's 
sake when playing a wargame 



Strategy games were already in 
the making but they rook far 
longer to emerge from the 
depths of the mainframes than 
the othef games. They are typ 
if ied by Chess, one of the oklest 
wargames in the world. Che*s 
programmers could not afford 
to teach their machines the rules 
of the game and nothing else, rf 
they did and you were playing 
against such a machine, even 
the poorest player would soon 
see victory with i n h is g rasp, The 
Chess program would know r at 
any given point in ihe game, 
which legal moves it could make 
and so it would select one, 
probably at random, The re 
would be utter chaos because 
The computer would not have 
been taught how to win, 

The programmers realised 
that the computer would need a 
series of priorities to examine 
before it made any move, Those 
priorities would then have to 
narrow the computer's choice 
until' there was only one viable 
move for any given situation on 
the board. So expert systems 
were developed from a gaming 
point of view, This was a useful 
thing to happen anyway, as 
games are an excellent medium 
for testing the validity of expert 
system philosophy, That is 
important because good ES is 
considered to be the poor man's 
artificral intelligence, conseq- 
uently it was an area worthy of 
research 

As the games and expert 
systems evolved (and by now 
quite a few powerful systems 
were m the hands ot the mili- 
tary), the spin off? beoan to 
appear in the imaginations of 
other game designers and the 



(unlike a shoot em up arcade 
game), In fact many games 
make casualties a large factor in 
victory condition^- and so they 
shou Id . Th is a vo ids t he d i lemma 
of pyrrhic victories Indeed, 
there is a long standing school 
of thought that wargamina 
apart from training the minds 
ability to analyse complex logi- 
cal problems, actually creates 
pacifists. The concept being that 
a realistic wargame could show 
someone with imagination, how 
much harm they could cause by 
making careless moves A Mile 
idealistic perhaps, but you 
might be surprised at how many 
wargamers adhere to that 
philosophy 

Of course, for people like 
myself, who have enough trou 
ble Simply holding a joystick the 
ncjht way round, let atone wm^ 
mng an arcade game, tha war- 
game provides a chance of me 
Beating the Computer. It might 
take a while, but it's an effort 
worth pursuing 1 

Now, of course there ere 
many abstract and subject 
specific strategy games avail- 
able, no matter what computer 
you use. The Amslrad range has 
some way to go before attrac- 
ting the Dig names like SSI to 
produce games on their mach 
mes. but ihere are alternatives. 
Fantasy and science fiction 
wargames provide something 
new and take away some of the 
vicanousness which might 
worry someone confronted with 
a Falfcrands War scenario. Tha 
strict nature of the games has 
been changing also, over the 
past couple of years. One of the 
most underrated games to have 
b ea n put onto the Amsu id was 
A hen. Most people see that as a 
graphic adventure but in reality, 
it owes far more to a historical 
Simulation than to any other 
type of game 

I expect this trend to put old 
fashioned concepts into new, 
more exciting packages to con- 
tinue The resull will he a bridge 
tm the gap between different 
areas of gaming and more var- 
iety for the end user With 
enough memory, the computer 
will be able to produce more 
accurate scenarios m enough 
variety to satisfy almost every- 
body's tastes. One day they 
might even get a challenging 
and unabridged version of Go 
on the market. 

Go r for those of you unfamiliar 
with how the orientals spend 
most of their free time, is the 
oldest game in the world, Ifa 
also far more complicated than 
Chess, The board is cross- 
elched with nineteen by nine 
teen points, giving a playing 



area of three hundred and sixty 
one points These points, not the 

Suares they surround, are 
Mil the players place their 
stones The stones are the play- 
ing pieces and there are appro x 
imateiy a hundred and eighty of 
them for each of the two players 
Players move alternately, with 
one stone per move Stones are 
only placed on the board or 
removed from the board fas a 
result of capture} so the games 
flow comes from the apparent 
expansion of each player's army 
(group of stones! 

The object of the game is to 
surround points of territory with 
these armies, the person 
the most points at the end of the 
game is the winner. Points may 
also be earned by the capture of 
enemy stones This is achieved 
by surrounding the stones in 
question The only rule of 
game is that you may never pray 
a stone directly into a suicide 
position {ie one where the stone 
would be instant fy sur rounded l 
In fact, there is a detailed 
exception to this rule, but it need 
not be discussed tor our pur 
poses The point is that Go is the 
ultimate strategy game Its rules 
are terribly easy to understand 
yet The successful application of 
them in play takes professional 
students of the game, a lifetime 
of practice. The successful 
design of a full, competent game 
of Go for home computers is a 
greatly sought after goal as the 
expert system involved is horr- 
endously complicated But who 
knows what the future holds . . 

Finally, a mention about this 
particular column and how it 
works Strategy games have 
their own unique criteria by 
which to be judged and there- 
fore the ratings system has to 
change accordingly. Presenta- 
tion is very similar to the same 
category elsewhere in the mag 
afine It's a consideration of 
everything from the loading 
screen to the availability of 
game options and darity of the 
rules. Graphics is a consider a 
tion of both the quality and 
effective use of graphics in the 
game However, H is not a 
comparison of arcade game 
graphics Complexity is the 
most important of the ratings in 
that low or high complexity dOM 
not reflect the quality of the 



game. It is simply an expression 
of the extent to which the game 
provides 8 challenge Airthenti 
city is an expression of how 
accurate the scenario is either in 
historical terms, or r as would be 
the case in a fictitious game, its 
source (whether it be book, film 
or history provided with the 
game). LastabHHy expresses the 
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reviewer's opinion of how much 
the game has to offer and 
whether or not you can conquer 



■T in one session 1 Overall is 
simply how It grabbed us. Now 
read on 




CCS Ltd, £9 95 cass 
Author: Bob Smith 
KEYS ONLY 

This is the first warg&me on the 
Amstrad by Caa« Compuier 
Simulations (unless They have 
been particularly quiet m the 
past! and ihey'vi? picked a diff- 
icult subject with which to kick 
of* 'Operation Martel Garden" 



The dispray is of a scrolling 
map type with the usual inform- 
ation windows present, Units 
are displayed only by symbols 
until Ihev enter combat when a 
slightly more explanatory icon 
takes thetr place Information 




srtr Mj « 



iNte* to * ihish 



is one of the most difheurt 
subjects from the last war any 
one could fry to simulate. In late 
1 944, Montgomery's plan was to 
liberate Holland in one great 
push, thereby opening the road 
to Germany — and beating his 
rival Yank generals to it to boot. 
Because of the country's geog- 
raphy, there were a series of 
bridges leading roughly east- 
wards towards the Rhine, which 
held great strategic importance. 
The*e, Montgomery suggested, 
could be taken by air before they 
were destroyed by the Germans. 
Thus began one of the most 
complex and ultimately ill fated 
Allied offensives in the fatter 
pan of WoHd War Two There 
were five bridges to be taken by 
British and American paras; the 
furthest of these was at Amham. 
The game features five wm 
p%te scenarios offering differ- 
ing complexity by their relation 
to the whole campaign. Up to 
Ihree players (American. British 
and German \ may take pari 
Alternatively only one player 
need play, taking responsibility 
for the Allies whilst the comp- 
uter plays the Germans Each 
scenario is designed to be 
completed in a certain number 
of turns and each turn is divided 
into three phases The phases 
allow motorized (or any mech 
anital) units to move and enter 
combat twice as frequently as 
their non -mechanical counter 
parts Combat between two ad 
jacent units is automatic but 
movement depends on terrain 



gathering is not really that nec- 
essary as there is no limited 
intelligence feature and you can 
only move over whichever parts 
of the map are relevant to your 

Units are given full identifica- 
tion (which as tar as I can tril is 
accurate! and orders may be 
given when the cursor is above 
them Reports may be accessed 
at this time and they reveal 
details of a unit's strengths and 
weaknesses (in game terms) 
and tell you whether that unit 
has attacked or not. Units" pot* 
ential combat effect ivenew can 
be accurately calculated from 
this information because the 
game itself seems to employ 
rerafivnly simple techniques for 
fighting This is a good feature 
on a beginner's game and that, I 
feel, is what this gamp is 

There are problems however, 
When moving units, the Cursor 
doesn't let you plot where you 
Rhe and then tell you your move 
is impossible, if you break any 
rules It assumes thai you know 
what you are doing and a u torn- 
aticelly places the unit whenever 
you run out of movement 
points In other words you can't 
pick up the playing piece and 
then decide where to put it 
down. The display is also very 
poor The map is legible but 
scrolls appallingly Combat is 
slow if units far apart are given 
their orders together And the 
stacking display <s nonexi stent 
oflnn causing confusion by its 
MMfKl 



Arnh&m's packaging is really 
quite good, with appealing art- 
work, a well printed and laid out 
instruction book, compete with 
interesting historical notes It hi 
really spoiled by the atrocious 
display and the speed of combat 
resolution in complex scenarios 
If you can put up wilh those 
faults the game itself plays well 
(once you are familiar with its 
one or two quirks) and could 



provide a sound, if unimpres- 
sive introduction to 
wargaminci 

Presentation 64% 
Graphics 41% 
Complexity 38 % 
Authenticity 73% 

lastabi! it y 58% 
Overall 54% 
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Atlantis, £2 50 cass 

Remember ZX80s? Of course 
you do They were little white 
boxes that had the barest mod- 
icum of computing ability and 
you once had to pay a hundred 
pounds for them I Those ware 
the days, eh? You could spend 
about rive or six pounds inven- 
ting a strategy game based on 
Star Trek ana have fun for hours 
playing something that could 
have come straight from a main- 
fame. Of course, some bright 
spark found a way of m;> 
computers more powerful 
whiTst still keeping the price low 
•I nd yet more complex games 
began to appear 

These hadn't got the charm of 
the early games. Their comple- 
xity was beyond that necessary 
to neve fun They werechaHen- 



tumbling through a backwards 
ney in lime If your irnagm 
at ion is great enough, you may 

Sat a kick out of turning harm 
*ss, two dimensional star 
systems into black holes (sing- 
u I art y or by the do/en . the choice 
is yours] but others will almost 
certainly appreciate the nausea 
tmgly overwhelming stench of 
nostalgia whilst playing this 
game, 

There are nine levels ol play, 
cryptically named after various 
astronomical phenomena, thai 
do provide something of a cha- 
llenge, if you can stand the pace 
There is even a hyperspacial 
travel effect a la George Lucas. 
et al The instructions provide 
the greatest challenge as they 
are practically non-ex ismm 




DrNTtt gtaphii . ? ; i y Imposing . ■ r «« it 
had depth and scope. You could 
play them for months instead of 
ites. So it's rnally reassu- 
ring to see that some software 
houses Still bring oui the old 
favourites and charge at least as 
much as they used to for 0- 
despite r a of more 

sophisticated titles available 
Sorry, are you experiencing defa 

Vatjan Attack is, if you hav 
guessed already, one of the 
Vpur ship is the only hope tor 
the galaxy' type game*, limited 
sound effects, prehistoric gra- 
phic displays ^nd primitive key- 
board interaction all send vou 



Otherwise this entire game is 
it self a black hole in disguise, 
surrounded by a non event 
horuron But to be fair. I happen 
to know thai this is a very old 
program, that when ft first app- 
eared on the machine for which 
it was originally written, it was 
something to be proud of, and 
its prog ram met can hardly be 
blamed for its anachronistic 
appearance now on the 
Amstrad. 
Presentation 29% 
QrapMci 11% 

Complexity 21% 
Authenticity 7% 
testability 3% 
Overall 13% 
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MOON BUGGY 

AfitffiOG 
C79S cass 



Moon Buggy *s a version of the well 
known arcade avTW 'fcrtoon Patrol 1 . In 
confrol of a Moon Buggy you can 
move forwards or backwards and 



voo hflv* the ability to lump over 
hazardous terrain. As well k danger 
out terrain to neootiate, there are 
also ditfereni types of aliens to 
destroy As you progress through 
different f ones of tha moon the flamn 
gets hauler, with tougher terrain end 
nor oes of aliens, 

Mwn ffc^^y ha* managed to eapT 
gr« all the playatuhty ol the original 
but welly the graphics and sound 
Stop •! (rom being an en cedent con 
version The game >s hiohry playabHt 
end very sddictrvif: the progressive 
ditf tculfy means that it is a challenge 
and remams so tot quite * while A 
good conversion wnh some nice teal - 
ures but i *o1 could be oetlered 

Overall AMTIX" rating 63% 



CONFUZtON 

tNCENTtVE 
CdSScass 



Having recently located the Co" 
pon bomb factory you have taken il 
upon yourself bo destroy every bomb 
housed therein. The bombs lie on the 
edges of the assembly rooms of 
which mans era 64 

To destroy a bomb you must guide 
■ constantly moving spark through 
out the man to if Tn it it not as eeey 
as it saunas Each assembly room is 
in fact a grid of square blocks etched 
with a curving path. One block does 
not exist and you have control of it, so 
rt can be shuffled around, jkteringthe 
relationship of ihe other blocks. This 
after* the or id end so afters the tracks 




mat the spark can go along. There re a 
urns limit imposed before bombs 
explode, end on Later s cr e ens not 
only does the layout become very 
complex, but there are water drips 
falling down #»e screen which may 
eaitinguish your spark , 

ft con tote quite a vm 1 1* before you 
gat the hang or it and rh is can be qutsi 
off putting et Rrsi fcfo worth persev- 
ering though, because Canty/ton is a 
fun gome to ploy that proves highly 
addictive The graphics are not out 
standing but they do their pp off 
ivery. If you lite fast moving, frust- 
rating computer puzzles then you 
can + t go wrong by buying Confumm. 
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DALEY THOMPSON'S 
DEC ATHLON 

OCEAN 
£8.95 cass 



Ocean's OtocMftfon was a two hit cm 
both the Spectrum and CBM 64 and 
happily the Amstrod version is better 
than both of them. As the rnie tug- 
go^thete are 10 events lQOm long 
pump, shot putt, high jump, 400m, 
HOrn hurdles, discus, pole vault, 
lovelm and 1500m To mala Daley 
run, you must waggle the joystick 
from stde to side — the roster you 
waggle, the faster he runs Each 
*h» a qualifying time which 
up aajefj ama you oornpeei tn 
iat event, 
Oecamfon h a very good convent 
ion of the arcade mega hit Trees and 
Field' with the benefit of having some 
extra events thrown in.. Both graphics 
end sound en good mooing for e 
reasonable game and n's very pfcay- 
oo4e and highly addictive if you like 
this tort of game then you can't do 
much better than buying rt The only 
drawback it that N Is likely to wreck 
your joystick? 

Overall AIVTT1X' rating: 79% 



JETSETWILLY 

SOFTWARE PROJECTS 
€9 95 ess 



The highly atxtaimcd sequel in Mttnfc 

Mtn*f t Jtrt Ser Witty 15 

mansion Willy m.is bought from itm 

n« made in (he mines Aher one 
long and rather eupenstve party Willy 
is ordered by the paranoid house 
keeper maris, lo dean the mess Left 
by the jolly pertygoert before he will 
be allowed to go to sleep m hts bed 
H.ivrng onky sjst bought his mansion, 
WiHy *till doesn't quite know his way 
around his €4 room 'pad'. 

J*r Set Wtffy is another classic p*ot» 
term game, one that innovated the 
'exploring' afuo^iadventure ides 
The missive playing area keeps you 
hooked just because you want to see 
ihe noitt room The graphics are 
attractive and reasonable but nothing 

mp over the moon abour 
their strength lies fat Ihe way all the 
screens link up to form the mansion. 
There are some ne#l twists m this 
pattern gome but once you have seen 
all Ihe rooms it rap-dh/ tends to lose 
some of its appeal. 



Overall AMTW rating: 01 % Overall AMTtX rating: 79% 
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P33. £7.95 cass 

Ptnbali table simulations have 
managed to weave their way 
onto mo$l home micros, prob- 
ably an indication of program- 
mers' misspent youth roaming 
the arcades Now appears 
Macadam Bumper, first of this 
genre |Q reach the Artist ml 
Licenced from trench software 
house Ere Inlortnatique PSS's 
Mscadarn Bumper contains alt 
the pin lab lit features and op- 
tions found in the arcades 



The first thing lo appear is an 
arrwnq loading screen of a 
punk in trendy attire bent do 
over en active pin ieWe The 
screen loads in as a block of 
memory and lakes e good five 
minutes to appear Once loaded 
a n > esenli itsell P replete 

with optrons. 

Attack ing the progrem a* 
lOweH wrt a mere pinbell 
simulation r you choose the ploy 
Option If 5<wn becomes appa- 
rent that the programmer bet 
really tr red to recreate a pm I able 
as arxuriiinlv as possible bec- 
ause the first thing you need to 
do is press the insert coin 
button Press start and the table 
sets II self *t up just tike * rust 
one. You have control over left 
end right flippers ptu$ nudge left 
and fight keys. To start, hold 
down both flipper keys an.-: 
spring with steel ball on top will 




MACADAM BUM Pen » super 


d Itploy as rhe preset e**n* rtart i . 
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f-urcJmj i cM^pf rwr • nm plntutt table wrth eh* editor. 



pull itself tighter When you 
think you've got the cor reel 
tension let go and ihe hall 
hurtles itself to top of the table 
The nudge keys are the e<tuiva 
lent of giving the table o> good 
bash to try end stop the ball from 
disappearing down the hole 
Hold a nudge key rinwn for too 
long and you go into 'tilt' and 



then you cannot operate 
flippers When using nudge the 
-n shakes violently end ball i 
is swayed from its course, 

Also included is a comfjfe> 
hensive screen editor a If owing 
your dream table to be conjured 
up on the small screen The 
editor is spM mto two sections, 
the Options screen plus the 
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actual Editor The Options scr- 
een a Mows fine tuning of various 
optiont I hat affect the way the 

6ame plays You can after how 
ouncy (he cushions are or 
change the rruutimum ball 
speed The point system is also 
flexible, allowing the user to 
change how many points should 
be awarded for various events. 

The Screen Editor is an ail or 
nothing affair. The machine 
allows only one screen lo held in 
memory at once so it wouW be 
Aise to save out the default table 
before trying *0 change any- 
thing If you change an object , it 
stays changed, The editor dis- 
s the preset objects on The 
right hand side of screen and the 
keys used to seled them. If you 
*ant to create any of your own 
objects then you can the use the 
draw keys Pressing CTRL in 
eon junction with these keys will 
cause them to rub qui instead 
Once your masterpiece is com* 
plete you can save it to tape, 

PSS are running a competi- 
tion for any budding pin table 
designer* The best design they 
receive will win a genuine pin- 
bali table. 

Control key*- definable. 

CRITICISM 



,1 



This game has the best 
loading screen I've seen 
lo date, arthouqh it does 
take ages to fo#d A* pinball 
fames go this is quite a good 
one - the demo game is play- 
able but I couldni t see myserf 
playing it for more than a few 
goes. Once you get bored of the 
table provided you can define 

Eif own pretty easily. Graph - 
My this one isn't anything to 
writ? home about but they do 
their job and as for the sound, it 
could be a Jitlle more realistic 
but it is also adequate I 
wouldn't go out and buy this 
game simply because I don't 
think pinball was made for 
conversion onto computers, I'd 
much rather play the real thing 
in the local 

Though not overly keen 
on this type of game. 
M&ca&am Bumper made 
afreet impression from ihe start 
with what has to be the best 




GAMES _ 




SUPER PIPELINE 2 

AMSOf Tl TASKSET 
£895 



As Foreman Fred it n your task to 
keep the Pipeline in good working 
order lo allow all the barrels, at the 
bottom of the screen, to be filled with 
water from the tank a! the top. *f your 
pipe should develop fl leak then the 
waier will now out through thai and 
you mu£t guide one of your learn of 
workmen to the teak to repair ri Why 
should notes develop? Because the 
pipe is infested with a variety of 
unpleasant creatures, some of which 
bore holes in pipes and all of which 
kill your woriman and even yourself 
if you're careless. 
You have a gun with which io 



protect the pipe and worfcr 
the nasties. Some of the nasties such 
as the leefcs can't be killed so rj 
have to be avoided, thefe are sped*' 
appearances by the Sis legged Van 
usian Pipe Sptder, whkh shouldn't 
cause loo much I rouble, and ihe Hard 
case lobster, this can only be shot 
from behind 

Super Aptf/ntt ? is a very playabte 
game which should have most 
people addicted quickly. The grap 
hies are pood and the movement la 
smooth. Whan a pipe is completed 
you get a funny interlude while the 
characters go and do something 
stupid, One final point is the sound, it 
rt very good. Sy/**r ttpefaw 2 is 
immense fun lo play and deserve* to 
be m anyone's collection, 



Overall AnrTTlXI rating: SS% 
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PYJAMARAMA 

AMSOf T/M/KRO GEN 
f895cass 



Foot old Wally is hevmg a nightman 
but can you beta him out of hn 
dilemma* As Weth/'s sieepmg after 
ego you must search his nraMmartsh 
mansion for the alarm dm fc*y and 
then go and wnd the doc* up— but 
m nightmares nothing it that simple, 
certain everyday objects tend to in- 
crease in siie and They teem hell bent 
on obstructing your progress. Other* 
wise poor okJ W*r?y wrll b* rate for 
work and will be given the push by 
the nasty mean germ 

To get the key you must solve a 
variety of puale*, such as getting 
past the snapping plants, and how 
DO you get the boa key? Some 
puz/tes mm straJghtfofwarcf* voujuat 
need a certain object to complete 
them but odw puz/tos are much 
more complex* you will need lo find 
and then free a certain object when in 
turn will he*p vou serve 
puis 



Super P%j line i 



MINDER 

OK ' TftOMCS £9. 95 cuss 



The popular TV series, Minder, has 
bean brought to you courtesy of 
DK Tronic* As Arthur Daley you 
must mefcs as much money as you 
can within the 14 day limit You start 
the game with €2000 and a small 
selection of goods lo sell. How you 
trade is up to you but as long at a 
profit is made It hardly matters. 

There are several locations thai can 
be visited: The Locft up. a garage 
when? el) your goods are sloped. 
Terry's flat; Terry can oiten be found 
here Ihe's even usefut oeusionaMvk 




The Winchester dub, this is where 
rh« mam business takes place, Dea 
lets' premnet. this is where you can 
setl your goods 

The Winchester Club is the ct- 
local ton of the game„ here you can do 
all your buying and some sailing 

Mntfer K in some ways, is an ad- 
venture. Most Of your input is con 
versanonai but there are some cases 
where you only need one-key com 
mandt, novmaJry when moving 
about. The vocabulary for trading .* 
reasonably evienmnro and enables 
you lo stage quite complex deals 
Using the wid* vocab you can order 
drmks at the Pub and ask Terry lo do 
pobs for you such as cotiecting or 
delivering goods 

When dealhg you may find thai 
you have purchased faulty or even 
stolen goods. If they are faulty and 
you have sold them to a dealer you 
may find that Terry returns with less 
money than you originally agreed io 
sett the goods Ibr . Snou Id your goods 
be stolen Then Sgt Chishokm starts 
his enquiries. \i he catches you with 
them then you may he fined he,- 
To avoid capture you could get Terry 
to dump the goods for you but mtwr 
wise il is advisable lo setl them off 
quu:kly 

Although (he grefMca In MmdBf 
aie<|uitegocKf,onlhewhokiitlooks0 
bit boring When you actually p4ay 
the game you find it rapidly becomes 
absorbing, more due to the vocabu 
lary than io the action, and addictive 
as well On the whole thfs * an a«oe- 
llent game of rta rype (trader^ 

atralegyl 



Overall AMT1X ! raling - 7«% 







The graphics are b«g and richer 
chunky but on the wherie they Ipok 
quite good, ty/imantrne is instantly 
playab le ^and quite cough to sok* \ but 
nrt as compiicatedry involved as Ihe 
follow up, fvvryone't a Wa/iyJ. but 
once it is solved, you probably won't 
piey it much more A good game but 
it's doubtful whether -*w P 

people hooked for long 

Over al I AMTIX t rating : 61 % 



3D INVADERS 

AMSOf T 

■ 



Thrs m a co n v ersion of the f i r*t arcade 
Ml Spate tnis<*fifits the mem 
ence be tw e e n this and the 
original *s the 3D p entpe a rv 
You sit at the bottom of the s cre e n 
moving your laaef cannon left or rwjhi 
and shoot the rows of aliens that 
descend the aci eel i skwvly You have 
3 barriers to protect you from Ihe 
alien fire but these can be shot aw ay . 
'Space Invaders" <* definitely old- 
hat now and this ve/ufion on ihe 
theme is boring and repetitive Both 
graphics and sound mm very poor as 
is the whole Q*me, especially at the 
price 

Qvetaf) AMTIX! rating. 10% 
AMTIX November 1385 101 
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loading screen graphic on en 
Amstrad to date It really is 
ama/mg Loading tureen aside 
the game is quite good as well 
Even though The interna and 
gravity is a little bit unrealistic, 
wtth the ball doing strange and 
unlikely things at limes. Maca 
Bumper is very playable 
indeed. The editor is a good idee 
though the implementation lots 
il down Allowing Only one 
screen in memory at once, the 
editor can be a bit tricky to use 
allowing nor much room for 
mistakes. After erasing the left 
hand barrier by eccWent a stra 
nge little buy appeared If you 
lira a ball onto the table Iff then 
likely to bounce all over the 
score board. Overall a good 
game, despite the editor's inef- 
ficiencies, though I feel a 
more could be achieved with 
thfs type of game 



f% Game 'construction sets' 
ftiy seem to he catchmg on, 
^^J what wtfh The Quill for 
adventurers, and a recent range 
of 'kit' games from AriofasoH on 
the cH many of which / hope 
well soon be seeing out soon 
for the Amstrad Macadam 
Bumper ts what f would call a 
very slightly missed attempt 
which fa to say that tt's realty 
very good, hut tt feft me with the 
i g that it could be a fraction 
better tn some respects. The 
game you get ts fme r but m itself 
won't hold attention tor t 
and the reef essence of the 
program, the editor ts a bit M 
and stightty unfriend*?, which is 
a pity, since ft stops this from 
being fxtefient. Of coarse, 
there's the argument that you 
may not enjoy playing ptnbatl. 
but if you do then Macadam 
Bumper is good value and a lot 
of tun can be had with if 



Presentation 78% 
Packaging a bit naff, (hough the 
menu and editor options more 
than make up for it 

Graphics 81% 

An amafinp loading screen plus 
some nice on screen static* 
make a good impression 

Sound 68% 

No tune though the sound ef- 
fects are above average 

Plavabilftv 82% 

Very plavabte. holding onto all 
the hook* that makes, arcade 
pinbellfuntopftay 

Addictive Qualities 62% 
Pun to start with though tnterest 
may fade after a shem length ol 
lima 

Value for Money B3% 
A very reasonable price tor a 
good piece rjf sohwd re 

Overall 78% 

A passable attempt to bring the 
appeal of the p-i ntabie to the 
small screen 
I . 
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THE ROCK Y HORROR 
SHOW 

Cftl 
f9.9S coss 



Based on the hit pray and film of the 
same name CRL Hat brought the 
humour of the movie to the small 
screen Your task as either the hero 
0rad or heroine Janet is to rescue 
your boy or get Irwod (who you are 
and who you nave to rescue, depends 
on Ihe choice you male at the begin- 
ning of ihe game* from being turned 
lo slant? by the riieaded Medusa 
machine operated by the equally 
dreaded O Rank n Fu rter To do this 
you must find and assemble all the 
ptoces of ihe Demedusd mechJne 
before the time limit mnt out and Ihe 
house blasts off inio space, but all is 
not as &mpi* as it sounds. 
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GHOSTBUSTERS 

AcimsfON 

Ct0 95ca$3 



As wull as coping with laser bar 
hers, locked doors and a freezer room 
you must deal with the inhabitants of 
the house Some are quite tnendhr 
and just fttea I your clothes or say lines 
out ol the him but others like Che 
mane det>pe*sive butler, ftiff Half, 
quite happily kill you — it J i up 10 you 
to discover for yourseU who is and 
who isn't friendly the Amstrad 
version erf The Rocky Horntr Show 
k»fcs and plays exactly the same as 
thai on ihe Spoclmm, the only diff 
erence being thai here there ts an 
annoying flicker There is a good 
version of the T*m* Warp song play 
ing throughout I thankfully this can be 
switched off by those who hate 
games with continual uxindJ 

Generally, the game is quite fun to 
play but it doesn t isfcs many people 
long to complete *x Not bad value lot 
money but no long term interests in 
this 



Overall AlnTIXf rating: 69% 



Rocky Horror Show 



KNIGHT LORE 

ULHMATE 
C9 95 cass 



Recently you have been afflicted by a 
strange disease which, when < ho lull 
moon appears, haa the affect of torn 
ing you into a werewolf, halt-man, 
hart-wolf Deep inside the strange 
castle is th* wizard Meltehior , wiihm 
forty days and forty nights you must 
sees his help to nd you, Sabremen , of 
the fateful curse lest you are to 
remain -i wo if tor ever 
In me centre of the 123 room castle 



The gri 

incredible. 




is thfl room inhabited by Ifw ageing 
wi/-irri ,ind hi? cauldron Should you 

enter the room as a human men a 
spell will rise horn (he cauldron and 
flash which object you should contact 
to put into the cauldron A total of 
fourteen obrects \ scattered at venous 
places throughout the castle} muss be 
placed in the cauldron and onty then 
/on be healed. 
The graphics m Knight tore are 
some of the best to be 
on any m-cro On the Spectrum, 
this game broke new barners in prog- 
ramming, happily tho Amslfad vert- 
ion has improved on the o> 
using a two colour schetne for the 
breath taking 30 rooms. It can take 
quite a while before you've mastered 
the knack of negotiating the hawd- 
ous obstacles, spikes and malevolent 
spelts can quite easily dispense with 
Sabreman and his wolfish alter ego r 
and even then you r ve still got the 
time itthc with which lg EOfssmd 
Kfltght lore uses a revolutionary 
technique calted filmaiiafi, which 
allows M e character you control to 
interact with objects by pushing them 
around This means that you can no a 
lot of things, lot instance, it there is a 
ledge that s Just a bit loo high to jump 
onto then you can move en object 
and pump on that to oatn extra height 
Kntgftf Lone is one ofthrj best arcade •' 
adventures for the Ami trad and is 
definitely wtifltt getting hoid aft ?ns 
onl v problem e. that movement tends 
to stow down quite a hi t when there is 
more than one moving object on 




GnosftusfOT was clartmed to be the 
best sellmg game of last year rjrob- 
ably due to tie superb rendition of 
Ghostbuxtars Mhe song) generated 
throughout the game on the CBM 64 
and also because of the hit film the 
Amstrad version has many of the 
features of rts CBM counterpart mc 
luding the music. On first looking at 
■\ ame it appears to be very good 
but everything goes downhill once 
you Starr to pity. 

The idea rs vary simple an essen- 
tially follows me him idea A strata 
geaf eisnwit requires you to equip 
your learn with vetWe and spook 
traps from a Ignited cash allowance 
Then it's a cjuestion of yuiding your 
spook hunters round New Vorfa 
the ghosts There's a 
targe map screen showing the 
streets, infffsiations if*<t your posi- 
tion, a scrolling road scene, and sev 
era) bu i Id trigs where the spooks may 
be caught How many ghosts you 
re ell depends on your ssifl end 




■ -qgipmeni you bought at 
outset, For each ghost captured you 
receive a venab4e amount of cash 

Should you have accumulated 
$10,000 or more by the nme the Pit 
level reaches 9999 and the led? end 
'Keymesfer p have united at The 
Temple of Zuu t then me scene cuts to 
the Temple where ail the trouble >» 
ten t r ed Hem you musi gu Kle at least 
2 of your % ghoslbuslers past the 
prancing lAarshmaKow Man and into 
me Temple to finish the game. 
Whether you are successful at Qe-tttnp 
the nscruired amount of ghostDuewrs 
past the Marshrna44ow Men or not. 
you writ be grven m account number 
mrtry if you nave madD over StO.QGOi 
which can be used at a later date to 
buy mora equipment 

The music rs quite good but reptdry 
becomes annoying after you have 



Overall AMT1X! rating: 91% 



heard It continuously lor an hemr or 
I ho graphics are reasonable but 
the scroHing of your cat. when travel 
I™ between buildings, is ebsotuteiy 
awfuli The onty real plus to the game 
rs its instant pJeysbriih/ and that 
makes it quite enjoyable for a v 
but there ate no addict* v* gusi^es 
and it ends up being very empty 

Particularly reccommended to 
younger gamesters 



Overall ArVTHX' rating 57% 
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Four exciting titles that have already established 
themselves favourites with many games players now 
available on the Amstrad. 
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RAID 



US Gold, £9.95 cass 

Raid is a conversion of the 
controversial CBMG4 classic 
Raid Over Moscow The object 
of the game is to slop the 
American cities from being 
blown up by Russian nuclear 
missiles which have been laun- 
ched from bases deep behinrl 
the fron Curtain The game ha* 
five different sections and each 
one has to be completed to 
allow you to progress to (be 
ne*t 

You Man: the game in e space 
station high above America, 
Once a missile launch has teen 
detected you are told the loca- 
tion of launch and time before it 
reaches its target To prevent 
this awful calamity you have to 
pilot a shuttle craft down behind 
Russian fines and destroy the 
missile's silos, which if done 
successfully will cause the mis- 
sile warhead to malfunction and 
detonate harmlessly 

You first job is to fly as many 
shuttles into the surrounding 
airspace as your ski 11 will a How 
Your craft takes off automatic- 
ally end you have to guinv h 
through the hangar doon, 
not as easy as it sound* sine* 
you're pointing away from the 
door when you take off and 
controlling the plane is rather 
tough There are quite a few 
factors that you have to keep an 
eye on when you're flying in the 
hangar - don't thrust forward 
too much, otherwise you may 
crash into a wall; and keep 
thrusting upwards gently; other 
trial you crash mto the ground 

Once your ships are out of the 
hangar you can guide a plane 
down to the mrssife launch area. 



This isn't at alt hard, you just 
have to make sure that your 

Sane lands on the flashing a rea . 
nee you have reached the 
ground you have to make your 
way across the hazardous 
Russian territory in a sort of 3D 
Scramble fashion You can fire 
at objects using your laser, 
pretty vitaf since the Russians 
don'l take your presence there 
too kindly There are plenty of 
ground objects to avoid along 
with laser firing tanks and 
missiles 

If you manage to get through 
this then you reach the five, 
barrel-like silos To destroy on^ H 
just put a bullet into its uny entry 
Slit. You have to destroy 
tallest central silo to nullify the 
missile warhead The four 
smaller ones don't ptay a part in 
the progress o* site, but 

give extra lives if destroyed On 
completion of this section of the 
game, another missile launch is 
detected and has to be dealt with 
in similar fashion. 

Once all the missile silos are 
destroyed you have to enter the 
Kremlin and destroy the read or 
room within Gaining entry ih 
pr(?tty tough as you can rmagine, 
with snipers and tanks fi 
your every move Armed with 
only a bazooka you bav< 
shoot every sniper and tank 
whilst avoiding their bullets. 
You have to be swift though as 
when you kill a sniper another 
takes his place pretty quickly. 

Once alt the snipers have been 
killed you can enter the reactor 
room, Here a robot follows a 
preset course round the room as 
it checks all the reactor rods You 
stand at the bottom of the acrMn 
and sling frisbees at it I well. 
that's what they look like), It 
doesn't matter how yo 
robot r they can either bounce off 
the walls nr hit it directly but you 
have to get several fnsbees on 




target before the robot is 
destroyed, 

If the robot does get destroyed 
Tht^n you are presented with a 
screen showing the Kremlin 
blowing up and you're told how 
well yo Jtsn a bonus 

for the number of fives ten 



CRITICISM 



^ Hard Over Moscow on iho 
^|# 64 was one of my favour 

1 itpgarnesforquiteawhilt- 

and it kept me enthralled for 
ks as I worked our the best 
tactics to beat the enemy single 
handed On this version trie 
graphics aren't as good as I 
expected them to be but they are 
still commendable The game^ 

i is hardtf than l> 
Spectrum and 64 versions and 
it'll definitely be quiie a * 
before you can f molly crock the 
game I really liked it and it's one 
of the betler shoo! em ops Tve 
seen on the Amstrad, 

j^J This game is quite difi 

!SC4 CLjlr f ° S,drt w ' m - V°ur 

I 1 first task fs to fly as many 
of ypur planes as posi 
thfouqh the hanger doors which 
sounds easy until you iry 
yourself - the saying pra< 
makes perfect certainly rings 




true at this point, Don't be 
Surprised if you don't make it as 
soon as you would have hoped. 
rt is hard. However, once you 
have got your planes out and 
you'fe down on the ground from 
there on it's straight forward and 
is great top; 

31 t remember, many 
jl CftASHes effO, before 
~ ii Garyliddon came here to 
annoy us* (he release of Raid 
Over Moscow The excitement 
and cheer that this game (m 
ghr ro the Spectrum user was 
wondrous Now US Gold i 
altered its name arid ported tt 
over for us Amsiers to drool 
over Graphically Raid fS an 
improvement over the fast 
C&nvpr\ion from US GoH 
Beach Heati whfch was a grave 
iipDintmtwr The seq- 

uences are a bft slow but q 
acceptable What does seem to 
have happened is that the 
emphasis of the game has 
Shifted. In the Spectrum Version 
(jettmg the aircraft out of the 
hangars was difficult hut not 
nearly as hard as destroys 
enemy silo. Now tn this version 
you can spend ell day getting a 
couple of aircraft out and ,u$t a 
minute doing in a silo It seems 
that nor only have they perfor 
med surgery on the name bur on 
the game ^s well 



Present at ion 78% 

ceding screen, standard 
packaging, usual options bui 

Graphics 74% 

1 he hangar graphics are 
disappointing, the rest is above 
average although nothing 

Sound 55% 

Monty white noise spot FX 

Play ability 58% 

Gent! rally tun to play, but too 
hard to get easily info 

Addictive qualities 72% 

although once you're out rhe 
action n hoi enough 10 offm 
medium lastabii 

Value for money 76% 

A bit prtcey for what rr finally 
offers 

Overall 75%% 

An a hove average shoot em up 
thai m ay appeal to fens of the 
Iqenre hut US Oka kt can do lots 
b**i- 
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INTERNATIONAL 





..And you thought 
you'd seen a Karate game 

As you know, like the Martial Arts, Perfection 
Is the only accepted standard, so play nothing 

until you play — SYSTEM 3S — INTERNATIONAL KARATE 



For the spectrum, 
C.64, Amstrad and 
all 48k Ataris at only 

£6 50 



tvcTcu i cncTwuDC cniiTunnw* uniKF Rl &CK PfflNfF ffOAD LONDON SE1 TEL 01-735 8171. EX. 68 
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ON THE RUN 



Design Design, £7.95 cass 
Author: Graham Staf 
ford, Stewart Ruecr oft 

Design Design are a quiet, well 
manor* r^d, unassuming bunch 
of hooligans who come round id 
the Newsfielrt Towers and pinch 
Our sweatshirts In the past ihtry 
have gained quite a reputation 
as games producers wrth titles 
like Dark Star and Tank Busters, 
On the Run was conceived in a 
pubbc house and written in 
some dark and steezy backroom 
in Manchester. 

The game follows a short, but 
heroic period, m the tile of one 
Rkiic Sw.h Rick has volunteered 
to get the defence department 
out of a rather awkward situ a 
tk>n It see ms that the ministry 
men have been using a little 
corner of the world to conduct 
chemical experiments This 
corner — a huge maze »n fact — 
has over the years become I 
laminated; the flora and fauna 
with»n it have mutated into 
grotesque and dangerous 
beings To make matters worse 
the scientists have been a little 
careless by leaving sue flasks of 
their most dangerous material 
in the m«e In one hour the 



THE 



RUN 







and almost ignore you, others 
appear to a have a severe 
grudge against humans m gen- 
eral and Rick in particular They 
horn*? in on their larger at great 
speed - ben l on killing some 
thin©, Rick's ministry jet pack is 
just the toot for such awkward 
moment s. Il allows hirn to lake 
to the air and make a rapid 
escape, or to take on his atta- 
ckers and blast them to pieces 
with his ministry splurge gun. If 
Rick gets lucky he may chance 
upon a few smart bombs within 



flasks will degrade so allowing 
their lethal contents to do un- 
believable damage. Rick musl 
explore the maze and recover all 
six flasks m the 60 minutes 
available. 

The ministry has equiped Rick 
with a special suit to protect him 
against the chemicals and the 
mutants, However, the suit only 
affords limited protection 
because the mutants damage it. 
with each mutant contact the 
energy bar at the top of the 
screen diminishes: eventually to 
the point where the mH 

lered useless and poor old 
Rick passes on If Rick to oar • 
he can keep his Suit in good nick 
by finding magic mushrooms 
which have the effect of res- 
toring the suit's energy level. 
The mutants come in all shapes 
and sues, some move siowry 



It'll ll*ll*llltl"l*llZll ! ]" r + II!" t'.lll 



■ 




naze, these can be picked up 
and kept for those occasions 
m he stumbles into an area 
full of baddies. 

Collecting the flasks is almost 
suro to require thai Rick explo- 
res the entiie men but he can 
only get into some areas of the 
maie if he has collected an 
object from another section The 
frogs that guard ihe entrance in 
each section decide if he has the 
correct object or not You see 
there are a very large number of 
collectable objects just waiting 
- picked up, the problem is 
that Rick has to learn the hard 
way which he should touch and 
which he should leave alone. 

Apart from the energy bar 
there are si* empty flask slots 
sitting at the top of the screen, as 
Rick recovers each flask it is 
inserted into one of the slots 




Should Rick become the proud 
Owner of any smart bombs then 
they will also be stored up there 
waiting to he used. The one 
thmg that Rick must not forget to 
keep an eye on is the time, the 
clock at the top of the screen 
shows the seconds ticking pest, 
Remember he has only got 60 
minutes to find those flanks SO 
don't let him dawdle or he will 
be dealing with a lot more than a 
bunch of mutated mushrooms 
One last point, even though Hits 
game Jacks the infamous Design 
Design high score table you still 
score points, depending on the 
number of baddies you have 
killed and the number of flasks 
that you have managed to 
recover, 

Control keys: all keys are 
definable. 

CRITICISM 



1 



I 4 I know the graphics are 
mods but they are really 
very colourful and nicely 
da tiled. They do have that son 
of stretched appearance but one 
soon adjusts to the effect The 
movement and scrolling are 
very smooth which is just as 
well because this game can turn 
into a fast action shoot em up 
when you least expect it I 
hesitate to class it am any sort of 
arcade adventure even though 
you are expected to collect 
objects I defy anyone to show 
me the logic involved selecting 
the objects that are needed to 

rfrom one section to another 
very straight forward and 
attractive game. 



ai 



I sew this game a couple 
of months ago on the 
Spectrum and I was very 
impressed with it then, Now, 
having seen the far superior 
version on the Amstrad. I am 
amazed with its graphics and 
sound; I could sit and play it for 
hours just to see a H the different 
characters and foliage. Control 
ling your bloke is fairly easy until 
you get into close combat with 
the larger nasties, then you find 
out that fine movement is im 
possible so your energy is 
dra ined vBty quickly Fi nd ing the 



objects to gel pest the frogs ts a ! 
waste ot time as picking up any 
objects in the search for flasks is 
sufficient 



*s* 



/ can 7 hefp fee/mg thai 
e could have teen a 

tittle more rp the game- 
piay A$ shoot em ups go *t*s 
vary good hut not quite as 
demanding as some, / admit that 
the huge variety of different 
monsters makes the qame vwy 
ptayabfe stmpfy because you 
want to see mem aft I played it 
because (was sure that sooner 
or tater t was going to be in tore 
very big surprss* when some 
thing really dramatic happened. 
/was surprised but Onfy because 
no major events beteil me 
Perhaps t am demanding too 
much from a game that is very 
attractive* weft designed and 
very chattengmg Oh yes, what 
happened to the htgh score table 
chaps? 



Presentation 86% 

Attractive front end with some 
of the Design Design wit and 
plenty of options. 

Graphics 92% 

Clever use of colour to give the 
graphics boldness and some 
very original sprites to boot. 

Sound 72% 

Effective spot effects, would 
have been nice set to mu 

Play ability 91% 

Easy lo get into, great fun to | 
and realty very hard to beat, bad 
luck f 

Addictive qualities 87% 

Difficult, compelling and tantas 
tic characters, plus loads of 
screens to keep you at it 

Value For Money 88% 

A lot of action and visual interest 
for a reasonable price, 

Overall 89% 

A very d ifferent game from Des 
Des* worth adding to your 
collection. 
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Imagine Software Is available from: (SS^.WH SMITH * 



> 



- si 



^Imagine Software | T984) IJmited 
-- _ **/6 Central Street, Manchester M2 5N! 



f Tel 061834 3939 
TeJex: 669977 

, mSKYS Rumbelows 



Spectrum Shops and all good dealers. 
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Uamasoft £6.50 cass 

Firs! program for the Arnstrad to ! 
appear from the Uamasqft Fold 
fS Psychedelia, light synthesjsef 
and photon engine Containing 
no competitive elements, Psych 
edelia is nui a game. The idee *s 
to slap $oma music on the Hi Fi. 
preferbably something that 
sounds best played I Dud and 
boot up the program. Keeping m 
sync with the music, you can 
create, save and replay multi- 
coloured and "psychedelic' 
patterns. 

Once loaded, a white cursor 
sits in the rruddte Of the screen 
You tan move it &bout w*th the 
joystick. Pressing fire causes the 
default pattern to appear ai the 
cursor positron Moving Ihe joy- 
stick about drags the pattern 
after the joyst i c k lt*a v i n g a I r ai I of 
similar shapes fading across the 
path you've travelled 

Included in Psychedelia are 
eight preset shapes. Keys T to 8 
enable you co select them, Keep- 
ing to Mi mat's previous reput 
at ion on the Commodore, one of 
them is in the shape of a L lam <i 

The S key controls the symm 
etry of patterns created. Once 
booted up Psychedetfa defaults 
luad symmetry, mirroring 
your patterns through both She 
X and V axis. Using the symm- 
etry control it is possible to have 
patterns mirrored through the 
axis of your choice. 

The main set of controls are 



contained in two distinct 
groups. Vanables and Others, 
variables a I tow you to line tune 
things to your preference while 
the helpfully named Others con- 
lain miscellaneous commands 
including save and load con- 
trols, 

Cursor speed, pulse speed 
and various other twi drily bits 
are covered under Variat 
Because of the nature of Psych- 
edelia it is possible to finely tune 
l rungs while the pattern is being 
generated. This gives large 
scope for mixing and creeling 
different effects with different 
tiatterns and speed settings, 

Included in the Others sea ion 
is the record /pi ay back control 
which allows up to half an hour 
of light show to be recorded. The 
sequencer also included is diff- 
erent because you don't create 
your show in real time as with 
the recorder. In the sequencer 
you can create and e 
switching between different pre- 
sets as you go, Fn the variables 
section, a sequencer speed con- 
trol is included for playback You 
are allowed up to 355 steps. 

Once the program is altered to 
your satisfaction, or you have 
completed your light master- 
place on the sequencer, shift 5 
saves our all you've edited end 
changed, including all the varia 
fole i, The eight presets 

included can be edited mtoyour 



II I iv i n ii i ii I ii 
hi in I in III 



II I u I 

I I II 

i 
in 
M i H 



I II 



ii 

mi 
i 
ii i ii 

i 



ii i ii i 
hi in 



i ii I ii 
n i i 

u i u 

in 

it i ii 

i 1 I 

ii 

in i 



i! r 

llll 1 
I I 
11 I II 

111 
It 1 
I I 
II I II 
III III 



own shapes Since Psychedelia 
has to work over the Amsf red's 
largo 16K screen, the more detail 
included in your shape, the 
slower things get- 

CRITICISM 



ii I H i it u i ii i ii 
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I like the idea of light 
synthesisers very much 
and although the 
program does work a lot slower 
than its Commodore counter- 
part, since it has sixteen times 
the screen memory to contend 
with, even the slow update can 
be used to good effect and, it's 
good points outshine its short- 
comings The Wee ol sitting 
there in the dark, toggling the 
joystick doesn't particularly 
grab me but the ability to pre- 
record the light structures is a 
great feature. Perhaps I'm 
hi used to a degree a* although 
my musical teste H varied, on 
the whole I'm addicted to the 
same unfashionable musk that 
led to Mint sr's inspiration. 

Eluding adherence to any 
particular genre, Psyctoe- 
deita Is hard to place. 
Having used the various other 
versions of PsycJwdaim, I was 
pleased to see the program 
taking advantage of the 
Amsirads large colour pallette 
The graphic update is slow 
because of the Amstrad's large 
screen memory but you can 
make things run smoother by 
messing about with the buffer 
settings. I enjoyed using 
Psychedelia though I have res- 
ervations as to its appeal for 
other users. It's really the son of 
thing that needs to be seen 
|»fore you make your mind up 
about it. li'd be nice to see the 
idea expanded upon, maybe 
with some sort of hardware 
connection to a Stereo with the 
computer taking other the 
rhythm bui with the end user 
still having control over the gen- 
eral flow of the pattern. Some 
really clever effects could be 
achieved with quick pallette 
changes Overall a very interest- 
ing idea that depends a lot on 



the mood you're in as to how 
much you get out of it, I feet it 
could nave been improved no 
end if the program had been 
tailored more closely to the 
Amstrad's particular graphics 
itiOS mSte«d Of trying to 
emulate what the Commodore's 
goodat^ 

repn km be*ng interior to the 

I J C&rnrrt&donft v0f3fQn but 

■f has to be admitted that ,r (§ 
That doesn't mean tossy it's not 
worth buying. Even tf you don 't 
tmssftne using the program for 
its intended purpose, you can 
have some fun creating stun 
ntng animated images liu.' 
the bell of it. ft makes a satisfying 
change fromblasttng the nasves 
and has & unique charm which ts 
veryappoating 4 



Presentation 78% 

Utifiandtleaiiy 
explained. 

Graphics 84% 

of the owe com] 

ndowfi. 



I 



Sound N/A 

Now that you ha^m to iuppi 
yourseif! 






Payability 88% 
inter at* rhtfoaUflhi 

gne can enjoy it 

Addictive qualities 79% 
Hard to judge realty 
Je pends on how much you 
wqi< flat out r>f your 

musical extrav&g&nias, 

V*lue for money 7 1 % 

As above, h* qe But it 

does Offer versatility 

Overall 79% 

blerecomr 
• rtufl! to 
% but what M inter tet 
out to do, he has dona well 



RELEASE 



NEW 




A brand new arcade adventure 
with over 300 graphically superb screens. 

ON THE SPECTRUM 

NOW IMPROVED AND CONVERTED 
FORTHEAMSTRADCPC g 64 

AVAILABLE NOW FROM ALL LEADING COMPUTER SHOPS, 

OR MAIL ORDER FROM:- 




125 Smedley Road. Cheatham Hill. Manchester Tel 061 205 6603 'Price Includes P & P 



Can YOU survive a day with 
DESIGN DESIGN? 
Then prove that YOU 
ARE as daft as THEY ARE. 



Oh, and there's 30 copies of ON THE RUN for 
the luckier ones who don't win outright!! 



One of the good things 
about working in Ludlow n 
the quiet village like 
atmosphere - well quiet, 
apart from the builders 
working on the Buttercross, 
the huge lorries trying to fit 
througn the narrow roads 
and the Traffic Warden 
having the occasional fits on 
motorists Oh yes and one 
other little snag is Ludlow's 
—jpanmt proximity to 

an Chester - home of the 
Design Design mafia. 



Now nobody would dispute 
that Simon. Simon and 
Graham are a nice bunch of 
guys it's just that they do 
seem to do qurte weir out of 
us for clothing Every time 
they come down to Ludtow 
thev raid mail order and 
walk away with armhjtls of 
sweatshirts, T-shirts and 
caps and anything else that 
isn't nailed clown All this 
despite the brave resistance 



Carol, We had hoped that 
they might pay for their 
wardrobe by buying more 
than a few rounds down at 
the at the Wheat she a I Not a 
chance. So instead we came 
up with the idea of getting a 
competition out of them and 
now we intend to use rt io 
expose them for the bunch 
of loonies that they are. 



iGGMR&T-KPI ON.' 



We employed the services of 
a private detective His brief 
was that he should follow 



weeks, and, i 
untoward should happen 
then he must get 
photographic evidence. 
Well r after only a few days 
they managed to drive an 
Astra down a Cliff, engage in 
an elastic band fight with our 
dear Ludlow traffic warden 
and then get their car keys 
locked in a briefcase, the 
combination of which had 
been changed. 




We intend to use this 

competition to locate the 
best Am ster Loonies and 



■ in: -jim' 'iC'i :,i'^ _^" 



Design for a day: thus giving 
Simon, Simon and Graham 
some of their own medicine 
One of our loonies w i II be the 
person who sends in the four 
funniest captions to the four 
pictures printed below The 
second loony will be the 

S arson who sends in the 
inn test caption of all. So, 
the first two prizes, if you 
cam call them that, will be a 
mystery day out with Design 
Design We also have thirty 
copies of ON THE RUN to 
give away to the runners up, 
but really that can only be 
called second best 
compared to a day out With 
Design Design. Can't it? 

When you think you have 
worked out your captions, 
whiz* them off to us on a 
postcard, or the back of a 
sealed envelope listed Pk 1, 
Pic 2 etc, to DAFT MS 
DESIGN DESIGN, AMT9X! 
MAGAZINE, POBOX 10, 
LUDLOW, SHROPSHIRE 
SYS 1 OB to arrive no later 
than 14th November. Don't 
forget to put your name and 
address on the entry, either. 
or you really will look like a 
loony 



Pk3 



Pic 4 



Just to show that we are not 
as daft as Design D al ig n 

would like to think we are. 
we have forced them to 
fudge the entries, so best not 
to say anything rude about 
them, know what I mean. 
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GAMES, 




SMIEM^H 



roland on the 
hopes 

AMSOFT/tHDESCOMP 
£8 55 cuss 



SflilXJ the iffinpfd ixpiprtr Rfjiann 
you have entered ■ vsit and myst- 
erious tomfc You find yourself «i tha 
bottom of the imn *od you must 
endeavour to climb to the top and 
find ti>a way out. On your way up you 
■flCDuffitr many hazards #n<J fflflfi- 
Steni that try to make your life herder 
Every time you touch on* of thaw 
huartls you r energy drain* and if you 
tfffi not careful yOu could die 
To help you fl«i out. you can rump 

over |he eneryy-sapfHng rats and 
shoot at the fpwta Tha only <Jraw 
toacM 4i Ifufl you haw ■ limited 
amount of buiets in your pun and 
shooting tha uhom only frighten* 
tham The miy way ol gaming mere 
energy ra by finding the magical 
vase* lull Of in* Elmir of Life 

Roiwf on the ffipp« > & quite an old 
oam* no*. First it was owl for the 
Spectrum and called frwd, the 
Amstrarf version toon followed but ri 
wh not a major tftipfovemeni over 
the original The graphics. While 
being quite acceptable, scroll jerkily 
and can be oft putting The game 
itself 4 Quite Ann to play at ihe outset 
but soon becomes tedious after a 
couple of tombs have been comp- 
leted R<?tantt on the Roptt probably 
ha* a greater appeal foe younger 
players but its doubtful whether 
Breads pddttts will enjoy H to* kmg 

Overall AMT1X ■ rating 43% 



MILLIONAIRE 

INCENTIVE 
fB 35 caas 



You havii pun wnnen a computer 
program mat you consider it up lo 
the market standard but what do you 
do with if? You must make all the 
decisions end to start off with you 
ftave fSGQ but can you byUd up Do a 
million m chis financial strategy aim' 
ulaiion? 

Your first major decision will be 
whether or not you should specialise 
fat particular area and if so which To 
help you off the ground you can sell 
your first program to mate eatra 
capital After that ail the decisions are 
allyour own but if you get into real 
difficulty you could always taka out a 
loan or see Honest Harry . 

As each month goes by a greph< 
at your offices is 






presented and as you get richer the 
offices become more laviih Then a 
status screen with details ol sale*. 
Sloes; and money appears After this 
there is a graph showing monthly 
sales of cassettes The next screen is 
where you decide what you wish to 
do for that month: Programming, 
another game is added to you 
Seal Honest Kerry, HH can help you 
get rich quick by supplying you with 
cheap programs and tapes but he 
isn't always on the right side of the 
law: Try to sefi products to retailers. 
tri.s *pII help id boost titei: Convert 
existing programs to other machine*, 
your programs will increase by 1 ; Try 
tp obtain a loan. onry f 1000 may be 
borrowed a month and there is a 10% 
monthly interest rate end finally 
there is Sell Out when also ends the 
game and gives you various ratings 
at to ho* well vou din Tha 
successful you become the 
problems you encounter, 



To help boost the tales of your 
games vou have 5 ideas but you musi 
be careful howthey ire used because 
ihay can onry be used once Two of 
them are he* bui ihe others mutt be 
paid for Every month thera is a news 
item and ihis can effect your sales 
dependrrvg on whether it n beneficial 
to ypu or npL 

Thevv if Something shout MitliGn- 

a*re mat just appeals Hi a lot of 
people rts hard lo put a finger on it 
but 1 1 is certainty not (he graphics or 
sound 1 Mrfftomif* it certainly exirr- 
maty playable (besides typing m 0m 
name or your company everything 
erse i* juii 1 keypress), it it alto very 
addictive, good fan to play and 
oeal to strategists a* well as 
the plain greedy and ambitious 

Overall AfVTTIX! rating 76% 



TANK BUSTERS 

£?.9Scass 



Srtiing at the controls of an advanced 
Be n lei an k you look ou t on the ba rt Je 
field of the Mure Your mission is to 
defend the asteroid you have been 
aligned 

The tank is aquiped with a defen- 
sive thielri Waal is depleted every 
time you a re h n t jy an enemy missile r 
and two diffpomt types of weapon* 
The first is a conventional cannon, it 
fires hiLjri velocity armour piercing 
missiles These can destroy mn 
enemy tank wW* one hit The second 



TANK 

BUSTERS 




jpe^fS** 



sjamaoiPtiK 

type is a guided missile. When these 
are fired you control them with Hit 
Ml and right controls rr is possifcJe, 
before the game begins, to select a 
view from the mitaife F which meant 
that when a missile is fired the <Mtv 
play switches to a view as seen by the 
missile. However, when a guided 
mrttiie m in flight, vou cannot control 
the tank 

Your tight serves two purposes: 
obviously it can be used as a sioht but 
it can also be used as a rada r with you 
at the centre and enemy tanks repr 
esenied by green dots Using your 
sight you can easjty seek out and 
destroy the enemy 

Banle/one' is now quite an old 
type of game but TsnA Busters brings 
back new life to the old arcade lav 
our ite True to the Original, fan* 
Busters has fast smooth moving 
vador graphics A lot of the game is 
user definable, the keys , the skill level 
and the type of game plus much 
more This » play able . very addictive 
and in all respects, an extremely 
good game. 

Overall ArVfTlX! rvtkig: 81% 



LOCOMOTION 




t got thh Jrttse train Jntv a spot of bcrsfwr on a 



doted loopi 



Mastertronic, £1.99 cass 



Locomotion from Masiis-rtrdmc 
features the infamous London to 
Madrid tram race (come on, 
you've heard of ft ... K and you 
control the British train. The 
underhand dealings of the other 
countries reached an all time 
low fast year when they rem 
oved your track , so this year it's 
up to you to ley me track at you 
go. Obstacles have been laid 
along the route including trees, 
cars and rock* end must skill- 
fully be avoided. Your only help 
is a panic button which slows 
the train to a snail's puce, giving 
you time to remove the obst- 
acles from your path. But the 
panic button won t last for ever 
since you only have a minute* t 
worth of panic lime 

Scenario aside, locomotton is 
very similar to the sliding block 
pontes that where popular 
Before Prof. Rubife came along 
Each block contains a ted ion of 
track, either a bend, a straight 
section or a crossroad. Some 
blocks contain obstacles, high- 
lighted in red. which derail your 
engine and cost you a life The 
idea is to get the train to 1 ravel 
back into the sidings il started 
from and travel over as many 
blocks as possible When a block 
ha$ been travelled through rt 
changes colour from greejn to 
yellow If the tram hits a piece of 
track that has no end, tha train ii 
likely to blow up in a nasty red 
explosion. The course can be 
changed as the train trundles 
along bul you can J t move a block 
the Tram sits on 

The panic button is very 
handy indeed, On the lop right 
of the screen is a graphic tnat 
I ooks s rm 1 1 a r t o a g u a rd ' s pocket 
watch Pressing me causes the 
watch's second hand to tick, 
highlighting In green how far 
round the second hand has tra- 
velled. Press fire again and the 



ticker stops For the whole while 
you are holding the fire button 
the tram slows right down to 
give precious moments to 
ponder on possibles solution 

Placed around the track are 
Squares containing coal or 
water, when travelled over ihev 
add bonus points lo your score. 
If you manage to get the tram 
back into the sidings you started 
in then the blocks you've 
changed to yellow will each be 
worth a bonus point The game 




fin i shea if you are clumsy 
enough to derail a tram or if the 
lime runs out From over use of 
the panic button — or if you 
finish of course. 

CRITICISM 



>1< 



I saw this one first on the 
Spectrum and I was qurte 
impressed, especially 
wrth the loading screen but alas 
this has no loading screen 
Otherwise it is a very good 
conversion and N you l*ke this 
sort of game you'll love Loco- 
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motion The train rt very well 
animated as are the section* of 
track thai you move around the 
screen Unfortunately there ere 
several tu nes in the game which 
are possibly the wont I've ever 
heard an a computer 

y] the great strength of 
£| Locomotion I ten not in the 
3 graphics. Which ere cert 
emty adequate but definitely not 
exciting and could hardly be 
deseed as 'innovative', but in 
the game idea, which 15 as 
simple as pie and as con foun- 
ding as tha riddle of the uni- 
verse The train moves quite 
slowly, you may think, until «i 
approaches a piece of track that 
you haven't yet rear ranged, and 
then, as if to prove Einstein 
correct, everything appears to | 
speed upl It may take a few 
attempts, but screen one holds 
few problems unless you are 
after a high score, when you 
may want to cover more squares 
than is actually necessary , but 
the second screen is already a 
nightmare, and there are 10 to 
B*t through! A great little game 
at a price no one can complain 
about 



3 



/ can't say that these sort 
of puufe games realty 
appeal to me very much, 
but Locomotion does have 
something #omg fOf it Not the 
graphics or the sound, hut the 
idea does work rather well, and 
provides some harmless fur* 
ftkefy to induce a state of mild 
panic as your tram crashes r*me 
after rime / wouldn't spend 
hours playing tX although 1 did 
find tt Surpnstftgh/ addictive 
while t did, and arty game that 
you have to force yourself to 
turn off in order to get on with 
something more serious (tike 
after} tapping), can't be all had 

Control keys: all definable 



Presentation 61% 

Nothing special and sad they 
left off the loading screen 

Graphics 60% 

Simpfee and chunky, but do Mr 
1 job smoothly 

Sound 35% 

Several tunes — but what 
tumal! 

Playabilrty 59% 

After a moment's confusion, rf s 

plam trucking arid fun 

Addictive qualities 65% 

but the frustration of later 

screens is for pu»le fans only 

Value for money 76% 

There's quire a bit of game for F2 

Overall 63% 

A neat budget game, but almost 
certainty appealing best so 
puttie I ins 




WAY Of THE 
EXPLODING FIST 

MELBOURNE HOUSE 
€9 95 



Melbourne Mouse's karate simuMr- 
ta^n explodes on to the AmsfrmJ Asa 
voung grasshopper you must wprfc 
your way up from being a compile 
novjca \q achieving rhe magical 101h 
Dan. To help you gain this award you 
have tome IS manoeuvres el your 
disposal 

The various lucks rhar are access- 
able are key movement! to success 
The fl y i ng kick k an extremely power 
ful manoeuvre thai can render your 
opponent helpless and it bast used 
When the enemy i* standing and not 



hick an enemy tn the lace but it often 
takes loo loocj lo perform 10 be 
effective j two. it can be used to turn 
you? character around — just start rhe 
tick and men abort ir b*H way 
Through execution The last kick, the 
high back kick, is the reverse of rhe 
high kick and is only realty erf arty use 
it your opponent has slipped pest 
you- 

As weir as kicks there arc 3 punches 
that may be used The jab is the meat 
effective and the easiest 10 use be- 
cause of the speed with which it can 
be performed and if is pan ocularly 
useful m lryh< spots. The high punch 
can also be easily executed and is 
highly effective when your opponent 
tote vicinity to you When m rhe 
crouch position a low punch can be 
dealt to the enemy, again thts is a 
highly effective move but it can be 
easily countered by a jab kick 

There are two somersaults - for 




'•■-* 



a 
t 

£5* 



** 



War of the Exploding Frit 

blocking. Use the frying kick the high 
hick deals a blow to the face but rt 
risky lo use It can be eounlensd by 
going into a crouch and using either a 
low punch or a forward sweep Both 
the mid and short kicks eta effective 
m close combat particularly rhe ieb 
kick. The mid kick is the least off active 
of the two because it may eesay be 
countered by crouching or by ■ *« 
eight forward bio* The forward and 
backward sweeps ate probably the 
most affective moves in (he gams. To 
use them you must first crouch down 
and then press the tire button and 
pull down on one of the diagonals of 
your foy^t ich A forward or backward 
sweep can be countered with a short 
,ab kick I but only while the character 
is crouching) or by somersaulting out 
Of danger The roundhouse kick has 
two purposes; one. it can be used to 



wards and backward!, and a jump 
lhal can be used in limes of difficulty 
The mam use for somersaults and 
rumps 's to get out of danger caused 
by forward or ba c kw a r d sw e eps . 

Learning how to use each of the 
moves properly can uke quits a few 
games, but once mastered you are 
unl.kely 10 forget them in a hurry The 
graphics in Way of the Ekptotimg fur 
are excellent . Trie sprites are wonder 
fully defined and the movement of 
both characters is very realistic This 
version isn't quite as good as the 
C8M 41 gam bit it it still very good 
and should provide many hours of 
onioymont The greatest advantage 
lhal ii has over many others is that it's 
instantly playable and should appeal 
to fuel about everyone, 

Overall AMTIXI ruling: 86% 



ALIEN BREAK IN 

AMSOF7 
£8 95 cd$$ 



On a lonely planet you n 
against deadly aliens to preserve the 
shield that Covers the planet Should 
this shield perish then your planet 
will be taken over by the alien task- 
force 

S i [ting at the top ol The screen Is rhe 
fodestructrbta mofhemhip which rei 
eases glowing pods Should a pod 
reach the shield then ii will change 
into another type of alien Situated tn 
the middle of the screen art masses 
of anacfc bombers These release two 



types of missies that ram down on 
I he Shield if a hole is created in The 
shield large enough for an attack 
bomber to fit through then one wiM fry 
down through the gap and change 
into a mothership When there am 
enough mothers/up*, they fly down 
and try to ram into you. 

The heat is certainly on with this 
game and you need a quick trigger 
hnger and instantaneous hand/eye 
co-ordination otherwise dealh will 
quickly be greeting you. At**t\ fin*** 
tn is initially very playable but the 
frustration of bemg killed can put you 
Off very quickly The graphics and 
sound arc just about average and add 
nothing to the game As shoot em 
tips go this is one of the most hust rat - 
ing but it presents nothing new 

Overall AMTlXf rating 41% 



FRANK N. STEIN 

AVSOfT 
f8 95 ejus 



As Frank is > * your lash io put together 
parts of a monster These parts hap- 
pen to be scattered around your 
mansion but mis is no orxi 
mansion, for instance you can only 
w down the stairs and fi repoies and 
how many houses have ice in them or 
Coiled springs lo get you up a floor? 

There ere seven bits of Ihe monster 
io coiled namely Ihe head, tf 
tiers, arms and legs which alt have to 
be assembled in the right order, from 
the head downwards When you 
have completed your monster you 
have to activate n*ra and if you have 
built him well wiihm the rime 
then the monster won't gar too much 
Of an electric shock but if you only just 
make it in time then he will be very, 
very angry 

In the first set of rooms there mm 
some light bulbs that, if picked up 
will make the dock turn back efta 
The next screen is a soft of Kong 
variant The monster stands at the 
lop of lha s c r ee n throwing things 
down at you, how many object* he 
throws si you depends on how q 
ly you completed the previous 
screen Vou must now guide little 
Frank to the lop of this screen On 
completion of this you must again 
build the monster but the layout of 
the mansion has changed and you 
have less ttme The game then goes 
on hke this, alternating be t w e e n 
between the construction icreen and 
the Kong' game while getting prog 
rvnively harder 

The graphics ere only realty above 
average and the same goes for the 
sound whtcti rt limited only lo spot 
effects, frank rV Srawn is enpoyahto 
but it's very doubtful thai people will 
be playing it over long periods or urns 
and it is probacy mote suited to 
indent fans of pterform games, 

Overall AMT1X I ralin? «% 



WASTER OF THE 
LAMPS 

ACTMStON 
f$99cass 



It was a land or peace. But now, the 
king is gone, and a mischievous band 
of genies has escaped and is running 
amuck HePp a young pr ince prove hrs 
menial and physical worth . return the 
genres back into their lamp* and gam 
his rightful place on the throne 

There am two mam parts lo the 
game The first requires you to nev 
•gate through a tunnel formed by 
rect an gles issm tar to the hyperspeca 
tunnel in Dent Start If you am sue 
cessful then you will move onto lha 
second stage. Hem you must hi i a 
gong 3 limes Ithis will summon a 
genje) He blows some coloured 
noses into the air and you must hit the 
corretportdmg gongs H you com 
piete mis stage then you go onto me 
nem tunnel This process continues 
until you have assembled the r equ- 
■red amount of lamps 

The graphics m ihi* game are 
tusl above average, though the effect 
generated in the tunnel is quite good 
Master of the lamp* .* immediately 
pteyabse but easily completed on the 
lower levels A moder afety fun game 
that lacks "I addictive quabhes 

Overall AMTIXI rating ; 64% 
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THE DEVILS 
CROWN 



replenishing supplies, carrying 
multiple objects is acceptable 

The fish are definitely intelli- 
gent. If there is one in b room 
with you when you replenish 
your oxygen supply or even if 
you happen to have plenty of 
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Probe Software, £9.99 

am 

Author: Brian 

O'Shaunessy 

The Obit's Crown is the latest 

Kphic adventure to Appear on 
Amsuad. You control a deep 
sea explorer equiped with some 
kind of undersea buggy, explo- 
nsiLj the wreck of an ancient 
pirate ship, You have to recover 
a series of treasures hidden 
around the wreckage in order to 
win the game. There are prob 
lems however . 

First of all. the ship is still 
inhabited by the ghosts of the 
original pirate crew and they are 
da te * m ined to make your job 
impossible Then there are 
some very intelligent fishes with 
whom you have to dispense 
This rs easier than il sounds Arid 
you must find constant supplies 
of oxygen and weaponry if you 
are to avoid certain death. 

The various objects that are 
lying around normally help you 
continue the mission but there 
are exceptions. A lantern allows 
you to see m cert am rooms 
which would otherwise have 
remained totally Week but a 
Jolly Roger flag kills you out- 
right Only trial and error for m 
our case a phone call from Probe 
Software) sorts out the good 
from the bad. You can normally 
pick up only one object at a time 
but There a re some excepti on s to 
this rule, if you pick up a lantern 
and then try to carry a bottle of 
rum, the lantern will be left 
behind. However, you are enti 
tied to replenish your oxygen 
supply by picking; up an oxygen 
tank and then picking up a gun to 
ease your number of bullets 
and than pick up a lantern. 
Basically, as long as you are only 
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oxygen on you, i! will attack and 
steal almost all your air. If you 
attempt to kilt it r then it will try to 
avoid your fire. Nasty Tittle 

Eieces of worfc, Sometimes ti 
ave enough air to keep them 
happy - but beware, this never 
lasts long 

The ghosts aren't exactly fn 
endry either, When you enter a 
room with a ghost it attacks 
you. At hrst ifs hard to tell 
what it is the ghosts do In fact 
they actually swap what you are 
carrying for something else 
Sometimes this is actually good 
because you can suddenly find 
your oxygen supply being re- 
plenished. More often than not. 
however, I hey shove a JotJy 
Roger flag in your paws and it's 
game over. There i$ a method of 
stopping the ghosts from chas- 
ing you Placing a certain object 
in the same room will make 
them totally inactive Won't teti 
you what that is though i 

Initially you are given a mes 
sage to find three bells. You 
have to find a room where three 
bells are flashing on and off 
Then you wander around trying 
find solid bells lie ones that 
don't flash). Eventually you 
must replace all three of the 
flashing hells with the real ones, 
Only then does a flashing trea- 
sure appear whkh you have to 
replace with a real one. There 
are seven treasures in all r so 
your work is cut out for you 

The game maintains a fast 
pace and the graphics ate extr- 
emely colourful The game hat a 
strategic aspect in the way you 
use the various items available 
For instance, there are seven 
dark rooms but only five lan- 
terns so some swapping and 
carrying is required. You could 
get through dark rooms which 
remain unlit but they invariably 



contain things you need later on 
in the game, so you cannot 
afford to just disregard them 
Control hem: A. 5 Left /Right: 
SHIFT Fire/Take; ENTER Pau&e; 
ENTER (SMALL) Game Reset; 
ESCAPE Crashes the game! 



CRITICISM 



A 



N« 



Comparisons are always 
odious but with thts 
game they are justified 
nonetheless. From the first 
moment you see it on your 
screen, you will think you have 
bought another version of 
Sorcery Screen layout is very 
similar, the sound effect when 
you pass through the doors is 
identical and there are even the 
same number of screens^ The 
plot is original and that is some- 
thing of a sawing grace but the 
game is doomed to un favour 
able comparison ft is unlikely to 
be sean as an improvement on 
rts Classic cousin because of 
jerky joystick control The 
graphics may be colourful but 
they are confusingly laid out 
and generally not as well ani 
mated as In Sorcery, 

l^VJ Well it had to happen, f 
li^Si suppose, Dewf's Crowr? is 
i l first m what I suspect to 
oe a long line of Sorcery don**. 
The graphics, though above 
average, are well below the 
standard set toy Virgin Games 
Admitedly, the garnepley is of a 
higher standard than that of 
Sorcery but the implementation 
and programming standard is 
just not up to scratch. The |oy- 
■ response was sluggish and 
the sprites flickered even though 
there was never that much 
moving on screen at any given 



time Overall, I wasn't that im* 
pressed, especially considering 
that its two pounds more exp- 
ensive than Sorcery, 



0% ff yotx en/oyed Sorcery 
fry end erm't too bothered 
■?T-J about sophisticated ap 
peerances then ^ov might enjoy 
this game but there's no doubt 
that whatever you thought of the 
(after. Devil's Crown m not es 
good. The tack of a frf/a semen 
$nd any kind of explanation of 
fh&piot t$ most tmiafing ft does 
employ some tntetestmg tdees 
but ihey*respotieefby inefficient 
programrntng. rVof a total loss- 
but nothing to wnte home about 
MtheK 



Presentation 39% 
Eawl 



into but no options, 

reen and no fir* 



Graphics 58% 

Plenty of colour, but poorly 
animated and drawn 

Sound 35% 

Unimaginative and sparse 

Payability 57% 

A sort of accidental friendliness 

Addictivequaliti«51% 
rf you're prepared to put u| 
the game s dumstnww, then it 
might be rewarding to play to its 
conclusion 

Valua For Money 33% 

Two quid mar ttwoods for what 
it Often] 

Overall 52% 

You re probably better off 

buying Sorcery instead 
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Alligata Software, £8.95 
cass 

Doppfeganger is a forced pers- 
pective \ or 3D I arcade adventure 
in the same mold as Knight Cone 
Its one of the first of such games 
written initially for the Amstrad. 
The purpose of the game is to 
recover inoots of gold, silver and 
bronze and carry them to the 
start screen. The game is played 
in a castle and the start screen is 
the west battlements. You eon 
trot a sorceress whose quest it is 
CO recover the loot Exactly why 
the dosh has to be brought to 
this particular location is not 
clearly explained but e'est la vie, 

ah? 

Actually you control the sore 
press and her alter ego as two 
separate characters An interes- 
ting twist, as certain locations in 
the game are only available to 



one Or the other personae You 
collect an item simply by pall- 
ing over it with your character. 
However, you may only carry 
one item at a time and therefore 
a good deaf of retracing old 
steps is necessary to get on in 
this game, 

Certain doors are locked and 
the correctly colour coded key is 
necessary to pass through them 
Once opened, they remain that 
way, Another complication it 
the fact that there is an hour 
glass which exhausts its supply 
of send disturbingly quickly 
during the game There is a 
room where a facility for reple- 
nishing the supply exitta* but of 
course, you have to find it first 
Once the supply is exhausted, 
it's the end of the game Contact 
with the various nasties m the 
game, increases the speed of 
sand falling through the hour- 
glass during the time you are 
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being attacked- Evident !v it is 
imperative that these be avoi 
ded at all times. One of the 
nasties is a spicier: he is the only 
creature able to kill you outright 
(thai we encountered, there's 
also supposed lo be a Gorgon 
who could be pretty nasty 1 and 
protection against such evil 
must be sought if you are to 
complete the game. 

The last or The obstacles in 
your way is *he recovery of the 
loot itself. Some of the ingots 



CRITICISM 



a 



The central problem with 
this game is controlling 
the main character Joy 
Stick control is abysmal end 
even using the redefined keys 
option doesn't prevent confu- 
sion from setting in due to the 
poor implementation of move- 
ment. The graphics themselves 
are very weH don* with the 




let hit tMn M i sarunw 



ere easily accessible at the be- 
ginning of the game but others 
only appear once you have 
made some kind of prog net*. 

The game is split into twenty 
five rooms, Thai isn't a pheno- 
menal amount by any means 
but the programmer has put 
faith m the ability of the puzzles 
involved with moving around to 
prevent monotony setting in 
Vou only have one life and there 
is one difficulty level. 

Control keys: all redefinable. 



lafN steal ■leei. wMsee 



exception of the main character 
You feel like you're moving a 
Russian doll around as she 
slides across the floor The eff- 
ect of the 'transparent 1 ' attar— 
ego does deserve some credit, 
ho w ever. The sound effects too. 
are original and apt More of 
their kind would grace many 
another game on the market 
The graphics and sound are 
definitely the highlights of the 
game, but smooth and colourful 
though they ere, they can't 
make up for a game which re- 
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HARRIER ATTACK 

AMSOFUDUHELi 
f 8 95 cuss 



Mtjff/fft Anack. a sort of 'Defender' 
variant, was one ol the first g ames 
programmed inr torn Amaend but 
unfortunately ^ h as"i improved with 



The 



ie aim ol she game is to fty your 

harrier jump Jei over the tea and then 

an i&i&fhd while deitrov«ng as many of 

j round installalfoni and enemy 

aircraft as possible Vou have a 

choice of two weapons - either 

rockets or bombs Rockets are besi 

used for am m\ combat and bombs for 

destroying the ground targets. 

Hame* Att*& Is very pTeyabte but 

loo addictive. The graphics are 

cpie poor by todays standards and 

ing is vi m fact il 

rsn't quite m good looking as the 

Spectrum original Sound is limited 

simply to flApkwons and flying 

soufh*s Overall Ham&r Aftmc* n a 

reasonable shoot em up hul only 

■■* the kind of lasting qualities 
Irke-hy to appeal to the younger names 
p-layer 

Overall AMT1X 1 rating 39% 



STEVE DAVIS 
SNOOKER 

COS MICROSYSTEMS 
r7BScsss 



Snooker games have been around 
quite a while now but few seam to 
capture the atmosphere quite lite 
COS * version 

EMM Snooter has many 
new features eiat haven r beer- 
yiounly built into Snooker games, 
such as setting ball sp»n, ^Taking Ian 
shots and dedoiog how powerful you 
with each ihot to be What s mont r al 
the features act in a realistic fashion 
So io do ma graphics, ball mevemeni 
and interaction always being critical 
if such a game is to work properly. 

The normal snooker rules apply, 
and there is an eMcatterM two player 
option, allowing you to play long 
head to heed matches The preset 
laiton is friendly , and makes this easy 
to get into The result is 



ly the best snooker limitation 
available and one which ought to 
appeal to snooker fanatics 
weathers alAe 

Overall AMTIKf rating: 76% 



GALACTIC PLAGUE 

AMSOF TttNDESCOMP 
£895eass 



Gstfactre Ptague m a sort of Galax 
iajns" variant Your Astro lighter sits at 
the bottom of the screen, able to 
move left and right, while you blast 
away at the atans that descend from 
the top of Ihe screen 

this type of game m quite otd row 
and the graphics reflect Hi age. being 
only are average — and so is the 
sound If vou like shoot em up* then 
This may appeal kq vou but there Is 
nothing polished in it and nr r 
original. 



THEKEYFACTOR 

AMSOFJ 
C895CMS 



Ji Al Ihe bot 

B boxes which 

.1 iymtjOP 

i n in line with 

vou must press foe 



* k PBHnWI 

layout of the 
lorn of me sc 
all have a drf 
m them, Wh* 

fjf*C ot tnr 

corresponding key to l 
m the ft®* and a gun ntes and des- 
troys the atien As you progreu. the 
symbols m the box change more 
quick ry so you have to know the key 
board qu^e waft to pel a high *tor« 

The idea behind Thm Aey factor it a 
Good one and it does hatp you team 
the keyboard layout but the game 
ftsed is rather boring so interest 
doesn't last that long hi rcasonabte 
for what It does bui a b*i too 
sr*re. 

Overall AMTIX » rating 23% 



FIGHTER PILOT 

DIGITAL WTEGflATlOH 
E8.95e*SS 



Overall AMTIXi rating 2%% 




The inlay boasts that only the best 
can become a Fighter Piku bui with a 
lot Ol practice so could you 

The mam tdaa behind the same n 
to protect lout bases from being 
destroyed by enemy bombers, but 
tomtom you can begin this you must 
first tram The meriu otters 3 training 
modes you can practice landing, 
normal frying and combat wdh the 
enemy. When you think you are com 
patent *i all the above then you can 
start r>n the game for real 

ftpMBr Pifoi is very compiicaf k1 to 
gel mto to but once you have maste 
red the corn rote and the finesse they 
requite, you are unlikely tu forget 
how to do *t The graphics are of a 
reasonable Quality but they could be 
better — after all, th is game appeared 
on the Spectrum well over a year ago 
However, m many ft^pfscts this is 
probably the best fttght simulation to 
dateontheAmstrad 



Overall AMTlXr rating: 79% 
AMTtX Navember 1 985 115 






kBEUIEWSd 



\i I couldn't gel anywhere 
jfl with this Qdrne and rapid 
— J ly Got Bored with rt, 
despite the promising graphics 
and interesting sound. There 
was room To do far more than 
was actually put into The gem* 
and the result is there's just not 
enough there. It really could 



ma in* un pi a y able A rid the cha r 
acter of the sorceress it hi*t *** 
badly done. It spoils the gem* 
t< 




There 's no wa y to actually 
fight anything I That realty 
annoyed me Vou can 
protect yourself agamst some of 
the beasties but the rest you 
have to avoid Everybody Mas 
being able to nuke something 
occasionally, and the lock of 
such ability in this game leaves 
you nwstfv frustrated. Why there 
couldn 't have been a decent way 
of moving around* I don't know 
but the result is a realty disap- 
pointing game Come to think of 
it, there aren't even enough 
haddres to enjoy the men* 
whilst you're getting killed off 
oyer and oyer again. Ah, welt 



have been something to shout 
about The idea of the sorceress 
with the a her— ago is excellent 
and could have led to a mora 
worthwhile game Despite the 
fact that controlling the Charac- 
ter is SO difficult, I feel that the 
rest of what is there is very good 
and the only explanation for its 
appearance in this state is that it 
must have been rushed Doppfe- 

Sanger *$ an unfortunate failure, 
could have been so much 
more . . . 



Presentation 62% 

Neai and reasonably packaged, 
although rather confusing 
instructions, but otherwise 
forgetabte. 

Graphics 69% 
Good use ol colour and screen 
layout but spoiled by the bad 
character drawing. 

Sound 68% 

Very good indeed when there is 
any but lack ing i n quant ity of 
effects 

Payability 34% 

j Pooriv thought out movenwil 
cripple? the vtfhoto game 

Addictive qualities S0% 

That's optimistic considering 
given the game' p limnndonshut 
given because of the excel ion i 
background graphics which 
some may f i nd a ppe a I ing . 

Value for money 47% 

Too many serious mistakes for 
the {n toe- 

Overall 49% 

Sadly miised potent n I . 



ELIDON 



Orpheus. £8.95 cass 
ONLY RUNS ON 464 



With che release of Etidon, 
faeries now reside in the RAM of 
the Amstrad as opposed to The 
more traditional bottom of the 
garden 

In charge of guiding a humble 
faerie through the secret fares! 
of £lidon r your job Is to collect 
the seven secret potions to 
water the flowers of Fin vara 
Once thus refreshed, the flowers 
are able to grow, enabling you to 
weave them into a garland fit to 
grace the head of Queen of the 
Faeries - such are the drab 
everyday tasks of faerie folk. The 
forest of Blidon is no safe place 
though Throughout there are . 
jealous tree spirits and harmfull I 
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flowers that deplete your en- 
ergy, In some far Clung sections 
of the forest you may come 
across dark places difficult to 
navigate safely. Throughout 
your task you must be careful to 
watch your faerie dust, the vital 
supply of energy without which 
all faeries die 

This first release (or the 
Amsfrtid from Orpheus is a 
conversion from the original 
Commodore program Ehdon is 
a large scale arcade adventure 
spanning an impressive 256 
screens. The screens flip from 
one to another as you travel 
between them, each screen 
containing up to four Quit/ 
em ranees. 

Because of the delicate wings 
affixed to her back the faerie you 
iding has the power of 



are gui 
flight a 



and is able to move in all 




four directions. Using a conlroJ 
method similar to that used in 
Sorcery, you control the left/ 
right and up movement while 
the lews of g rev ity takes care of 
any downward motion you need 
to make, instead the down key 



picks up objects Using the fire 
control allows the faerie to 
hover. 

About the forest you are likely 
to run into tree Spirits that sap 
your faerie dust, Trie re are three 
faenes (lives) you are given to 
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control each with a limited 

amount of faefie dust. Run out 

and a small cross bearing the 

j legend RIP appears and you're 

i one faerie less Luckily, through- 

jout the forest ere scattered 

spare ptles of faerie dust easily 




GAMES 





DEATHPfT 

DUftELt SOFTWARE 
C? 95 ww 



The aim of ine game i« to collect a* 
much ookJ and a gem from the Death 
Pit and gel them buck to (he surface 
You only score point* for these items 
when t*>ey are dropped in the tent 
You can onry carry 4 objects at a time 
ID help you on your mission. *o 
choose wisely 

There are a number of obstacle* in 
me, eaves. Some of these are far tat and 
cannol be overcome, but others like 
spiders can be lulled wim a spade. 
Some of me hmeei are flooded and 
Itiey can only be negotiated if you 
have sufficient oxygen with you. 

Desttr Ptf is lot of tun to (May and 
quile addictive The graphics ant rea- 
sonable but nol over impressive and 
the same goes for the sound. OvarsH 
Qe*th ffr it 8 reasonable game 
without being particularly original 

Overall AMT1X1 rating: 68% 



FRUIT MACHINE 

AMSOfT 
£8,95 cass 



Almoet everyone r* familiar wuh me 
fruit machine type game* Fruit 
machine from Amsoft has all the 
usual features you would expect like 
nudges, gamble and holds 

For this type of game graphics 
don't have to be spectacular and 
Those in fruit Mschm* am adequate 
but noihing special and the same 
goes for the sound While being play 
able the computer version ol fnni 
Machtnt? ran'1 as addictive as the real 
thing mamiy b e cause you have 
nothing to wm or lose 

Overall AMTIX< rating: 46% 



MANIC MINER 

AMSOfT 
£8.95 cuss 



This is the platform game that slanted 
the whole crate Off even though it 
was not actually the f,r*t Q i its kind 
As Miner Willy you have just discov- 
ered a forgotten mine down in 
Suburbia, which is full of adv anced 
f obois that have not stopped working 
since the civilisation ihai created 
them disappeared These robots con 
« inue to do the tedious lasks thai they 
neve been doing all rhetr fives m 
you gel in me way then you wilt be 
destroyed, but rhe lute of the pnee- 
lees Treasures in the twenty caves 
might be Willy's downfall 

To progress to another cavern and 
greater nches you must first colieci 
all the flashing keys before vow 
oxygen rune out Each cavern get* 
progressively harder until you reach 
che final bemer and the way qui 

Though th« game is a bit old hat 
now it is still highly enjoy abta to play 
, THE i lassie plarfofrri 
game The graphics are smooth and 
move nicety. A pattern game where 
you have to 'learn* the correct timing 
and myihm. Mjtn*c Mmat should 
appea I to just about everyone . 

Overall ArVmXi rating: 71% 



EVERYONE'S A WALLY 

MNCRQ-GEN 



The long awarfed sequel to fy/ame- 
i*n# has Welly searching WaHysville 
tor & letters needed to bteaik the 
bank's safe code so met Welly can 
pay his gang's wages The trouble 
wtih being a Welly ts that you ean'ldo 
anything by yourself so Wally has 
shown some initiative mid drafted 
tome of his mends and relatives in to 



a mechanic al heart Wilms* mam 
joy is to do the shopping and Diet's is 
hing, Waiy on rhe other hand r* 
a builder and ia evtremeiy uselui w<iti 
a trowel Of course a game wouldn't 
be compfete withoui a boat of nasties 
to bar your way and fveryp/ielf a 
Wsin/ if no exception - spark*. 
monkeys, btro* and pound signs Mf* 
just a few things our fo get you plus 
there is Herbert 

Herbert is Wally and Witma* baby, 
the*r pride and §oy but unfortunatsry 
he gets in leeway rather slot 

The whole game Is a vast advance* 
ton Pyjamsrwma, both ihe gra- 
phics and game play have improved 




Everyone's A Watty 

help Wilms fWalry's wirel. Tom the 
punk, Dick the Plumber and Harry the 
Hippie 

t n be ab4e to get the letters, certain 
tasks must first oe completed but as 
well as finding how to finish a teas; 
vou must also find out who has lo 
perform it Harry rhe Hippie is part 
icularry good at electrics while Tom is 



FANTASTIC VOYAGE 1 1 SORCERY 



AMSOFT 
E8 95 cass 



fttniasitt- Voyepe closely follows the 
plot of rite film of the same name Vou 
are miniaturised and injecled into a 
scientists body lo search for 4 parts 
ol a submarine, assemble ihem in the 
brain to be able ro escape During 
your mission you must ensure that 
rhe scientist stays alive by destroying 
hosts of infections before ihey have 
time to take effect, Vou have an 
energy level which, if it gets low, whi 
make you murbbK* To replenish your 
energy you must collect red blood 
i ajjs 

The Spectrum version of mis game 
was Qufla g»d and the Amstrad 



VlttGfN 
Cd 95 cass 



The graphics are attractive enough 
and! sufficiently suggest the inside of 

ck En son 



a body, but lack 

f&rttasttc Voyage ■* an easy game lo 
get mto and a fairly easy one to get 
through Perhaps it is a bit loo simple 
Overall it's a good conversion and 
worth the consideration of buying. 

Overall AMTDC? rating: 80% 



but ii suffers from Che tame problem 
as Pyjm/TMjMiTu — once it is solved It 
is unhkety lhar you will play it again 
With Thii- not an aasy game 

lo survive or to solve, and will prob 
ably take ihe average gamer qu^te a 
while to complete 

Overall AhfTIXi rating 83% 



Sorcery was the first teafly good 
Amstrad game A very different 
Oiiriier version for the Spectrum had 
Virgin a minor hit. and it is well 
known thai Virgin* scepticism about 
Amstrad software ***** was dispmv 
ed by the Success of the much altered 
and greatly improved Amslrad Sore 

haying the pari of a imie *OfeeffcP + 
it is your aim to free other sorcerers 
from various locations This is made 
all the harder by the many nastret in 
each location who are determined to 
shorten your life Also dotted around 
the playing area are various types of 
weapons mat can be used to i- 
■srani c neejypse 

Sorcery Is mslanily Kin to play and 
can prove quite addictive . The gr aph 
ics awe both detailed and colourful 
Sound is aime average but ihere is 
plenty of room tor atfprovemerii if 
you like less laKing ai cade /advent 
urea then this *s the one fur you 1 

Overall AMTIX* rating ; 81% 
AMTIX November 19S5 117 




GAMES, 
NNDE*M 



PUNCHY 

AMSOFT/MRMtCRO 
C8 9$citss 



Naughty Old Punch has KxJted poor 
Judy eway in the Flinch and Judy 
booth bui brave Bobby the police 
roan is going IP mate an Attempt to 
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ii 



Ai brave Bobby you must piopies* 
through the 16 screena to free Judy. 
Punch does h« best 10 stop Mm On 
yoof wev to Jutfy you must jump owftf 
Mps In (he siege end even jump over 
Punch h*mserT while dodging the 
rotten tomatoes and cutlarripie* that 
ate thrown at you 

Once m a while Judy tends 4 
sausage through the Sir which you 
must jump up to collect- If you got 
three sausages then you ctn sfc .p a 
screen end go onto the nojft one but it 
n worth saving up ih* uu«q« foe a 
realty difficult screen 

Punchy 4 really a poor version of 
the arcade hir Hunchback White ih* 
graphics are reawnabfe they are a bf I 
jerty and uninteresting to look M The 
game n very playable but it fail* to 
leap the interest tof long Wcih 

King if you are really into Hunch- 
r, games otherwise forget H 

Overall AMT1XI rating; M% 



/VWWCWG'Si-OOPV 
LAUNDRY 



AMSOFT/AHTiC 
fS 95 tass 



In hit steam laundry, poor Mr Wong 
it in trouble He has to celled the 
clothe* bui he it being chased by a 
po—ewed <ron P a sack of laundry and 
even the soap suds are joining \n irj 
mate his hie drffieort 

As Mr Wong, your ante flroiection 
ft a itafch gun which, when fired at 
your enemies, stuns them lor a whito 
— but use it sparingly Mr Wong has 
to pic* up items of clothing one at a 
time and dump then down the 
laundry chute wh*ch b* at the top of 
this single screen ladders and plat- 
form game Whan your starch supply 
runs out a new box appears some- 

whftr* for you tO COUeCL 

Mr Wott&'S Loopy Lavftctty is really 
■ very standard platform game, 
Wfhere completing a screen leads lo 
the tame set up but with increased 
hazards The graphics are aver age. a 
bit flcfcery, and the sound quickly 
becomes annoying, ft tsnt very 
edeftctrve — the sort you will probably 
play for a while and then forget 
about but reasonable it you are a b*g 
fan of perform games 

Overall AMT1X! rating; 54% 



3DSTARSTRIKF 

REAMMi SOFTWARE 
f6 9Bcsss 



planet's surface dolled with towers 
and once again you must avoid 
enemy firaboas while detcrgying the 



Sfafrfjn** is based on the arcade 
smash 'Star Wars' There are four 
stages ip the game The first is 
set m deep space as you fighi for your 
life m your fighter craft against the 
various types of enemy space ships 
intent on your destruction The sec- 
ond stage has you skimming # 
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tope and gun emplacement*. 
Ira Apt and gripjMc eft the 

most exerting* has you Hying down 



the trench towards the pomi where 
you must destroy the planetoid In 
this stage you ere presented wtrh a 
3D wew of the trench and as you fly 
down it you must dodge Ihecatwelta, 
upright barriers and fireooUs while 
destroying the gun emplacements on 
the walls- In a*e last stage you must 
shoot rwo revolving cubes m a bid to 
deslroy the planetoid and gel a hefty 
bonus With each stage rhe difficulty 
tflVBt KlCfVeeeel 

Suir\inke is probably the best 
vector graphics name for the 
Amvtf ad The graphics are both lasl 
and smooth end present a realistic 
impression of 3D The speed and the 
well crafted difficulty factors all add 
up to a very playable and addictive 
game that should appeal to most 
people 

Overall AMT1X! rating 87% 



AHHHf 

CRL 
£6.95 C^ss 



AftreW is one of those old Catalan 
varujntft that plagued the early Spec 
[rum software scene, in which you 
are situated at the bottom of the 
screen and >l is your sole aim to 
survive as many alien attach waves 
as you can m defence of your home 

There are 18 different attack waves 
to contend with and each type Of alien 
moves ki a different pattern When 
you have destroyed 3 attach waves, 
you have lo dock with the mother 
ship to replenish your fuel supply 
which is being consumed as you 
move left or right Should the fuel run 
out, then your ship is destroyed . 

4/i/j/> 'is a fcjn game to pf ay and can 

•VWyatttctiv* >rMj|LiM'A.iriri.> 

ptaying ro see die next wave, 
both graphical and sound are 
poor and. iranyThing. detract from 
the game. If you like a bit of nostalgia 
then u can be enjoyable but its (asimg 
appeal rs doubtful once you have 
seen aJI the attack waves. 

Overall AMTIXf rating 35% 



SPACE HAWKS 

AMSOFT 
C8.9SC&SS 



Yet another 'GalaKians F variant but 
thrs one onry has 8 attack waves You 
control a laaer gun at the bottom of 
the screen whie at the top there it a 

large g roup of aliens that descend the 
screen both sjngiy and in attack form 

As 'GaLaxien' games go Ihis is a 
reasonable conversion but as with so 
many similar games, rt/s let down by 
its graphics and sound. One good 
point, though, about the game is that 
It Is instarvlry playable and can prove 
very addictive until you have com 
pleted the final wave Overall, quite a 
good shoot am up but there if still 
p*errtyoffCK¥rtforirix>fOv»rn«n(l. 



Overall AMTIXf rating: 46% 



bBEVJEWSJ 





collected by passing Qvm them 
Also scattered about the forest 
are lucky charms, each charm 
ha i different effects on your 
faerie dust supply either ckrer- 
BftSinq or increasing it 

Jfi the forest are various useful 
items such $s pan pipes or 
magic leaves to help you on 
your Quest though only three 
Object can be carried at once 
The method of picking and drop- 
ping helpfuir items bears simil- 
arity to the way Ultimate do it, 
For background music you're 
Supplied with the funky bop 
strains of Ibsen's flpflne Gtfir by 
Grieg. 

CRITICISM 



1 



Ehcfon* converted irom 
the 64, dkfn't quite live tip 
to the hopes I had for it. 
.Dotting at the 64 game it 
s e e m e d the like the sort of thing 
that would convert quite succ- 
essfully, no scrolling, not many 
things flyinrj about the room 
Well, even though the static 
graphics aren't bad, moving 
objects seem to have a very baxt 
case of the flickers Apart from 
poor programming I can't see 
any reason why this should be. 
Having said that, the game 
elements are realty quite good. 
The purzles set are of an intr- 
iguing nature and hold interest 
for some time Thr- map, Ml lit 
rooms, is trifle targe and can 
overawe at times making get- 
ting lost very easy The tune 
really got on my nerves, though, 
making ma grateful for the 
Amstrads volume control 



a I first sew this on the 
Commodore and was 
very impressed with Its 
brilliant and colourful graphics. 
When t learned thai it was being 
converted to the Amslrad I much 
looked forward to it - wrth the 
computer's belter colour capab- 
ilities surely it would be much 
improved Unfortunately it's 
not. the graphics ere very 
chunky end the flowers are 
totally unidentifiable. As an 
arcade adventure goes it's not 



too bad it has toed* of rooms 
and puzzles To explore and solve 
— but it is just let down by its 
graphics Nice tune though. 

I jOj / W35 TOl/V dtSAppOrnted 
I \J I * v '*"* Amstrad version 
I I of FWorc The graphics 
though* colourful I are nowhere 
near as good as they could have 
been, Qiv&n the imaginative 
scenario The shapes flicker and 
the backgrounds are chunky and 
not well coloured. The sound is a 
bright point in an otherwise 
rather poorly presented cjame. 
though it may become irritating 
after a few games. At least the 
Amstrad has its own built in 
volume control unhke other 
Corn puters, Thankfully, in itself, 
Efidon is a very good arcade 
adventure end this certainly 
make* up for most of rts inade- 
quacies I jus* Mt let down by the 
overall impression that looking 
al ihfe» game gave me that it 
hasn't been that well imple- 
mented in its conversion, 



Presentation 73% 

Attractive and suitably 
faer 

Graphics 72% 

Nice and colourful but a bit 
■<ky and trickery 

Sound 96% 

G cod tune but few s** 

Payability 79% 

Easy to get into *nd iotly to play 

Addictive qualities 77% 

< to map and lots of puxjtas 
to solve 

Value for monty 70% 

About right for the sue of the 
game. 

Overall 78% 

An unusual game thai makes a 
refreshing change Irom aften 
japp mg . slightly let down by its 
appearance 
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STORY BY KELVIN GOSNELU 
DRAWN BY OLIVER FREY 
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halt; return twe 

TOKEN fiNfr ! WILL, MOT, 




WHAT HAS JIN SEEN? WHO IS CROSS? 

FIND OUT NEXT MONTH... A 
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W A FORMIDABLE FOURSOME 

■S it u ^^^ 






measure 

&,Framd* 

to Hollywood 
- a unique experience, 
already halted as Game< 
the Year*. 
Match-oay- 3-D footoaii wtm 
neai match features and 
animator- 



CHALLENGE 



ONLY THE BEST 

YOU! 



D*» 
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The 
Newer 

^ Endl 
Storv-L 
the film, the 
oame i&a classic in 
5wn right an her" 
tniogv of ciuesti 
adventure. 

Date? Thompson's Decathlon 
i action hi this top seUfng 
test of skill and stamina. 






The 

™bverEndlng 

Story 






Otevi Software is awlabte from selected benches of j^ WH SMITH F #.l!M!ffl!M mMMIMWIN L ASK YS Rumbetowi 

Spectrum Shops and all good software dealers, Trade enquiries welcome 
Ow5tfJbmUri«ri OaanHotM * Ccntr* Stn*t MmchHtrr MJ5NS TrtjphoneCfcl B12&U T,H«* «W77 OwwG 
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GAME FEATURES 
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international 
Basketball is from 
Andrew Spencer author 
of the Sensational Best 
Seller international 
Soccer 

fyrrv ungle fiflr product CJrrm 1ft* 
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